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The followiDg statement is a full description of this invention 
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Slot machine game -progressive jackpot with 
decrementitxg jackpot 

Intrpduction 

The present invenlion relates to apparatus for use with a system of 
linked poker machines and in particular the apparatus ^provides an improved 
mystery jackpot mechanism for use with such a poker machine system. 

S Backeround of the Invention 

Many schemes have been devised in the past to induce players to 
play slot machines including schemes such as specifying periods during 
which jackpot prizes are increased or bonus jackpots paid. Other schemes 
involve awaidlng an additional prize to a first player to achieve a 

10 predeterminBd combination on a poker machine after a given point in time. 
These methods, while effective, add to club overheads because of the need 
for additional staff to ensure that the scheme is operated smoothly. More 
recently, with tlie advent of pokor machines linked airougli electrical 
networks it has been possible to automatically generate jackpot prizes ou the 

15 basis of information received from the machines being played which are 
connected to the system and one such prior art arrangement, commonly 
known 03 "Cashcade", counts turnover (or games played) on all machines in 
the network, increments a prize value in accordance with the turnover (or 
number of games played) and pays a mystery jackpoi prize when the count 

20 reaches some predetorminod and randomly selected number In a more 

recent prior art arrangement, each game played on each mBchine in a gaming 
system is allocated a randomly selected number and Qie prize is awarded to a 
machine when the game number it is allocated matches a preselected 
random number. 

25 In another recent prior art ammgement, the winning machine is 

selected by randomly selecUng a number at a point in time and decrementing 
the number as games played on the system are counted until the number is 
decremented to zero at which time the game (or associated machine) causing 
. the final decrement is awarded the jackpot 

30 In yet another prior art arrangement, the winning machine is selected 

using a method weighted towards a particular machine in proportion to iU 
turnover. 



Progressive jackpol games have traditionally beon popular in Casinos. 
Their main atlracUon has undoubtedly been their nmssive jackpot amounU, 
which are accessible lo players on all gambling budgets. However, in their 
conventional format these games have obvious limitations: 

5 However, having achieved a trigger condition which awards to a 

player a bonus game, the player is not assured of winning the jackpot and 
must first play the associated jackpot game. Many players are discouraged by 
the relatively small probability of winning a traditional bonus game. 

Many of tliesc arrangements have been in use in the State of New 

10 South Wales and in other jurisdictions for a considerable period of time, 

however, as with other aspects of slot machine games* players become bored 
with such arrangeiueuts and new and more innovative schemes become 
necessary in order to stimulate player interest. 

In this specification, the term "combinations" will be used lo refer to 

15 the mathematical definition of a particular game. Tliat is to say, the 

combinations of a game are the probabilities of each possible outcomo for 
that game. 

Summary of the Invention 

According to a first aspect, the present invention provides a random 

20 prize awarding system associated with a gaming console the gaming console 
being arranged to play a first game or a second game, Oie first game being a 
standard game normally offered on the console and the second game being a 
jackpot game offered for play when the player has achieved a trigger 
condition, and trigger means arranged to lest for the trigger condition and to 

25 initiate an instairce of the second game when the trigger condition occurs, 

the second game being divided into a plurality of sub-games, each having an 
incremental prize such that a sum of the un-won incremenlal prizes equals a 
total currently available jackpot prize value of the second game, the player 
being awarded each sub-game after the first, only if the incremental prize 

30 was won in the previous sub-game and the jackpot prize value being 

decremented by the incremental prize value awarded with the occurrence of 
each winning sub-game. 

According to a second aspect, the present invention provides a 
method of awarding a random prize associated with one or more gaming 

35 consoles, each of the one or more gaming consoles being ananged to play a 
first game or a second game, the firat game being a standard game normally 



offered on Uie nwcliina and the second gsrne being a jackpot game offered for 
play when the player has achieved a trigger conditioa the method includiiig 
lesUng for a trigger condiaon and initiadng an instance of the second game 
when the trigger condition occurs* the second game being divided into a 
plurality of sub-games, each having an incremental prize such that a sum of 
the un-won incremental prizes equals a total currently available jackpot prize 
value of the second game, the player being awarded each sub-game after the 
firet, only if llie incremental prize was won in the previous sub-game and the 
jackpot prize value being decremented by the incremental prhe value 
avtrarded with the occurrence of each winning sub-game. 

Preferably, the second game is a simplified game having a higher 
probability of success than the first game. In a particularly preferred 
embodiment, the second game provides five reels with four different symbols 
on each reel and an incremental jackpot is awarded if after spinning the reels 
a predetermined symbol appoais anywhere on the win line. The symbol may 
or may not be available on each reel or may have multiple instances on 
particular reels, depending on the size of the incremental prize. In one 
embodiment, an incremental jackpot of $1000 is paid every lime a bird 
symbol appears on the win line and the player plays until a non-winning 
game occurs or until he has played ten bonus games whichever is the sooner 

In an alternative embodiment, the jackpot game can be other Uian a 
reel game and for example, it could be a turn of the card where the player 
gambles on colour (red/black) or some other feature. AltemaUvely. it can be 
an animated event such as a boxing match where the player gambles on the 
outcome. 

Preferably, the console includes output means arranged to indicate to 
a central controller each paid game played or each token bet. such thai a 
centrally recorded prize value can be updated by each such event 

Preferably also, the total jackpot prize available to be awarded in a 
jackpot game by the system of the present invention, is a monetary amount 
the value of which is incremented vrith each paid game played or token bet 
on each gaming machine or console in the system in response to the 
respective indicative signals. The invention is also applicable to a 
standalone machine, where all contributions to the ]Bc)apoX come from the 
machine on which the jackpot game is played. 



The jackpot prixe is preferably prominently displayed, in the case of 
a stendalone machine, on the machine display area, and in the case of a 
system wide jackpot on prominent displays located about the gaming area, as 
well as optionally on the display of individual machines. As mentioned 
above, the jackpot prize increments with each game played or token bet on 
each participating machine, but also decrements with each jackpot sub-game 
won such that the jackpot value displayed at any one time represente the 
total amount avaUable to bQ won at that instant Decrementing of tlie prize 
display will also preferably be accompamad be music or some olher sound 
effect to draw attention to tlie fact that part of the jackpot has boen won and 
the decrementing should preferably occur by counting down to add drama to 
the event. 

Where used above, tlie term 'console' is used to indicate a gaming 
machine, a gaming terminal or other device arranged to be connected to a 
communications system and to provide a user gaming interface. In the 
following description, examples are give which are applicable to traditional 
slot machines, however the invention should be taken to include gaming 
systems which include xiser interfaces other than tiaditional slot machines. 
Brief Pescriptjon of the DrawingB 

Embodiments of the invention will now be described by way of 
example, with reference to the accompanying drawings, in which: 

Figure 1 is a block diagn^m of a network of electronic gaming 
machines to which a mystery jackpot controller according to the present 
invention is connected; 

Figure 2 is a flow chart showing a game arrangement according to the 
invention; and 

Figure 3 shows an example of a 5 reel by 3 line window display. 
Detailed Description of the Preferred K mbndtmants 

In a preferred embodiment of the invention, a new progressive 
combination provides the Casino operetor with a high degree of flexibility. 
This Link Progressive System is innovative in if s progressive approach, and 
intuitively seeks to "adrenahze" die punter. Unlike conventional symbol- 
based progressive combinations .the jackpots are won from a second screen 
feature. The second screen feature is preferably triggered randomly as a 
function of turnover although, other more traditional trigger mechanisms 
could be employed. When a progressive feature is triggered, a second screen 
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feature game appears. Each progressive jackpol can only be won fiom this 
featura game. In one embodiment, a second set of reel strips appears and a 
simple spin and win feature game commences. When or if a predetermined 
symbol, such as a bird appears on the win line in the window, tlien a 
corresponding incremental progressive jackpot is won. For example, at a 
particular point in lime, the total progressive jackpot may be $10000, but this 
prize is not paid in one game, but is divided into ten equal prizes of $1000. 
which are played for in successive sub-games of the jackpot game with the 
progressive jackpol prize being decremented by the corresponding amount 
for each win. The player wins a $1000 incremental priw every time he spins 
the reels and a bird appoare on the payline. but, the jackpot game ends with 
the first sub-game in which an incremental prize is nol won. For example, if 
the player wins in three successive sub-games and then looses, his total prize 
will be $3000 and the pixjgrossive jackpot will llien stand at $7000 (subject to 
further incrementation) available to be won in. the next jackpot game 
awarded. 

In an alternative embodiment, instead of providing a spinning reel 
game as the jackpol game, the jackpot game is an animated faalure, such as a 
boxing match or other similar contest where the player is able to bet on the 
outcome. When the feature starts, the player is asked to select the outcome 
that he wishes to gamble on and the animation then commences. In the 
event that the player wins the gamble he is again asked to select an outcome 
and the process is repeated. As with the previous embodiment, the jackpot 
game ends either when a gamble is lost or when a predetermined number of 
gambles have been completed. . 

It will be appreciated that other types of gambles such as red/black 
gambles on the turn of a card are equally applicable to the present invention. 
Typically, these are rapid jackpots with high increment rates and provide 
extra incentive to keep player interest on these machines. 

Progressive jackpots in this format would have obvious advantages to 
both player and Casino operator: 

(i) Many players play for the small jackpot, believing that the 
probability of winning larger jackpots is too small to realistically ever occur 
for them. The present invention encourages such players by providing a 
greater probability of winning a jackpot while still providing the possibUity 



of winning Ihc big prize. The progressive prixe can bo divided into as many 
incremental prizes as the operator thinks desirable. 

(ii) Players see the jackpot prize incrementing and decrementing 
over time and realise thai winning the jackpot is achievable. 

(iii) The introduction of a feature game which produces what can 
only be described as the "adrenaline rusV - the gambler's natural high. This 
psyche has been critical lo the success of the most successful prior art games. 

(iv) Preferably, when a second screen progressive feature is 
triggered, a bell sound announces to all of the surrounding players that a 
possible grand jackpot is about to be played for and is designed so that 
eveiyono can share in the experience of a progressive win. The rationale 
behind this, is that progressive jackpots are only ever seen after the prize has 
been won. Anecdotal evidence of players watching feature games being 
played in Australian casinos, suggests the drawing power of such games is 
very real. 

Referring to Figure 1 a plurality of electronic gaming consoles 10 are 
connected to a network 11, to wliich a mystery jackpot controller 12 and 
display means 13 are also connected. 

Each of the electronic gaming consoles 10 are. provided with a 
network interface arranged to provide a signal onto the network 11 on each 
occurrence of an operation of a respective console and the jackpot controller. 
12 is arranged lo receive each of the console operation signals and to 
increment the value of a random jackpot prize on the occurrence of each of 
these opemtion signals. 

A flow chart for a prize awarding algorithm is illustrated in Figure 2. 

Referring to the algorithm of Figure 2. machine contributions go into 
the prize pool as with known prior art jackpot systems, while the overhead 
disjplay shows the incrementing prize value. 

In step 20 an average jackpot hit rate value is set to be used to 
randomly generate trigger data for the link progressive games. This value 
would typically be set from a preset value programmed by the manufacturer 
to the specification of die system manager. The actual munber range and 
therefore probability of a link feature game being awarded will depend upon 
the value of a . credit in the particular machine and is calculated by dividing 
the hit rate value by the value of a credit (eg.. $5000/$0.05 = 100,000). The 
average hit rate value may be fbced for the system but may be varied from 
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time to time by Uie manufacturer at the request of the system manager. For 
every game that is played, a random trigger value is selected in Die range 
determined from the average hit rate value. The player is also allocated 
numbers from the source range of numbers that the random number is 

5 selected from one number in the range being allocated for each credit bet 
such that the player's probability of being awarded a second screen game is 
proportional to the bet The game is then reported (step 22) to the controller 
vrhich allocates a contribution to the pri^e pool and compares the trigger 
value with the values allocated to the player (step 23), if there is a match 

10 between the trigger value and tlie player values (step 24), the player is given 
an opportunity to play n second screen jackpot game (step 25) comprising a 
plurality of sub-games. If a jackpot is awarded (ie. one or more incremental 
jackpot5) as a result of the second screen game, the winning machine is 
locked up (step 28) and the controller awaits an indication tliat the total prize 

15 has bean paid and the machine unlocked (step 29). A lest is then preformed 
(step 30) to determine if the maximum number of second screen games has 
occurred and if not the machine plays another second screen game (step 27), 
. otherwise tlie machine returns to commence another main game sequence at 
step 22.. If the trigger value does not match then there is no link progressive 

20 game awarded for that bought game and the controller returns to step 22 and 
waits for the next console to report operation. 

By way of example, a second screen feature game might be triggered 
by an EGM every $5000 of turnover played, which is equivalent to 100,000 
credits on a $0.05 machine. A random number is generated within a 

25 prescribed range of numbers at tlie EGM at the commencement of each 
bought game. The prescribed range of numbers have been determined 
previously, having been calculated from the expected casino turnover, 
expected jackpot amounts and jackpot frequencies. The prescribed range in 
this example is therefore 1 to 100»000 and before, the commencement of each. 

30 bought game a random number is generated within this range. A bet of 20 
credits will include or "cover" the numbers between 1 and 20 (inclusive). In 
this case, the number 7 is produced by the random number generator, then 
the second screen feature game will be triggered. If any number between 21 
and 100,000 is produced by the random number generator, tlie second screen 

35 feature game will not be triggered. Similarly, a bet of 200 credits will include 
. or cover the numbers between 1 and 200 (inclusive). If any number between 
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1 and 200 is produced by Ihe random number generator, then the second 
screen feature game will be triggered. If any number between 201 and 
100.000 is produced by tlie random number generator, the second screen 
feature game will not be triggered. 

The example below has been dovotoped using hypotlietical turnover 
data. A trigger of the second screen feature game is expected every $5884.22 
of turnover lie. 117684 credits on a $0.05 machine). Increasing the number 
of credits bet increases the chance of triggering the feature on any bought 
game. 



NmalMrof 


Range numlMre 


Games to hit 


BBl/gaiB« 


TantoTor of ECM sinco last hit 
iS) 


1 


1 to 1 


117R84.42 


$0.05 


$5864.22 


2 


lt0 2 


58842.21 


$0.10 


$5884.22 


3 


lto3 


39228.14 


S0.15 


$5884.22 


5 


lto5 


23536.88 


$0.25 


$5884.22 


10 


1 to 10 


11788.44 


$0.50 


$5884.22 


15 


1 to 15 


7845.63 


$0.75 


$5884.22 


20 


lto20 


5884.22 


$1.00 


$5884.22 


25 


lto25 


4707,38 


$1.25 


$5684.22 


30 


1 to 30 


3922.82 


$1.50 


$5884.22 


40 


1 to 40 


2942.11 


$2.00 


$5884.22 


45 


1 to 45 


2515.21 


$2.25 


$5884.22 


50 


lto50 


2353.69 


$2.50 


$5864.22 


60 


lto60 


1961.41 


$3.00 


$5884.22 


75 


1 to 75 


1560.13 


$3.75 


$5884.22 


100 


1 to 100 


1176.84 


$5.00 


$5884.22 


150 


1 to 150 


784.56 


$7.50 


$5884.22 


200 


1 to 200 


588.42 


$10.00 


$5664.22 



A jackpot bell set to a default maximum volume level (ie setting 15) 
will signal the triggering of a second feature game. The jackpot bell should 
last for a maximum of 3 seconds. Players are alerted by the jackpot bell 



instantaneously at any point during a game, but the second screen feature 
game will not appear until the current game (including base game features) 
are completed. 
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Rofarring lo Figure 3, one possible s«cond screen game lhal can be 
piovided on the slot machine 40 embodying Iho presnrit invontion provides 
five simulated rotaUble reels 42 displayed on a video display 41. When the 
feature begins, the reels arc displayed in a stationary position with a random 
non- winning pattern of symbols displayed. The player is then invited lo 
press the play button 44 to conunence a jackpot sub-gamc and when pressed, 
the reels will spin and stop. In the event that any one of the reels displays a 
bird symbol 43 on the payline the player will be awarded an incremental 
jackpot prize the total jackpot value available will be decremented by an 
equivalent amount and the player will be invited to play again. The player 
will conUnue to be invited to play until cither a non-winning game is played 
(ie. no bird on the centre line) or until a predetermined maximum number of 
jackpot sub-games have been played. For example, the player niight he 
offered a maximum of ten sub-games with the total jackpot prize divided into 
ten incremental prizes. Alternatively, other divisions can be employed. The 
division can be made on the basis of fixed value incremental prizes or the 
division value can be fixed and the incremental prizes varied in proportion to 
the value of the total jackpot. In some embodiments, only part of the total 
jackpot prize might be allocated to a parUcular jackpot game (eg; a half of the 
total or some fixed value such as $10,000). 

Each Ume a player wins an incremental prize, a bell or other audible 
signal will sound to draw attention to the win and other players around the 
gaming area will see the total jackpot prize decrementing on distributed 
jackpot value displays. Preferably, this will be achieved by counting down in 
a suitable increment to add lo the drama of the event Preferably, the signal 
will increase in pilch, sound level or duretion, of a combination of these 
features as the incremental prizes add up. to add excitement to the game. 

Each sub-game will have a relatively high probability of a win occurring 
and might, for example, have a probability of 1 in 2 chances, the probability 
being determined by the number of winning symbols placed on each reel 
strip. 

The instant the second feature game is completed and the sum of the 
prizes from all of the sub-games have been calculated, the progressive 
jackpot sign will display the total jackpot that has been won. as well as the 
jackpot value still available to be won by others. This celebration of the 
jackpot win is typically conducted in a traditional maimer (ie flashing 
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displays, jackpot alornis* music ate]. In preferred ombodiinants the 
progressive total jackpot will also bo displayed as the sub*gamea are 

completed. 

The expected jackpots for each progressive are turnover dependent. 
5 The jnckpot frequencies arc arbitrarily set to satisfy the specific. needs of each 
casino. Therefoie. both expected jackpot and jackpot frequency are 
installation specific and of course will change from casino to casino. 

As the time between jackpot game awards is related to turnover, the 
mimber of jackpot games played by a player and hence their chance of 
10 winning is directly related to the size of each bet on each game played. 

(1) All machines on the link have a 2nd screen game, be it an animation 
game or a second set of reel strips. 

[2] Second screen games provided on various machines in the system 
can ha a mixture of incremental jackpot games according to the present 
15 invention and other styles of ganics, thereby giving the player a choice as to 
the style of game played. 

(3) The link has a number of progressive meters (up to 6). All 
progressives may be linked. 

(4] The second screen game is activated when a machine has reached a 
20 predetermined dollar turnover. This is only known to tlie machine or a 

controller For example, the second screen is activated when (an average of) 
$150 has been turned over. This means that whenever $0 to S300 has been 
turned over, the second screen appears. The benefit of activating the second 
screen on turnover enables mixed denomination on the link for the first time. 
25 The second screen gives the player the chance of winning one of the 4 

progressives if a certain outcome appears. For example, a new set of reel 
strips appear with only 4 different symbols: Jackpot 1. Jackpot 2. Jackpot 3, 
• Jackpot 4. The Hrst time 5 of the same appear on the centre line the stated 
progressive is won. 

30 (5) Another advantage of awarding a progressive prize won in a second 
screen, is that il can be applied to any game. 

It will be appreciated by persons skilled in the art that numerous 
variations and/or modifications may be made to the invention as shovm in 
. the specific embodiments without departing from the spirit or scope of the 
35 invention as broadly described. The present embodiments are. therefore, to 
be considered in all respects as illustrative and not restrictive. 
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THE CLAIMS DEFINING THE INVENllON ARE AS FOLLOWS: 

1. A random prize awording system ossociated vrilh a gaming console 
the gaming console being arranged to play a first game and a second game, 
the first game being a standard game normally offered on the console and the 
second game being a jackpot game offered for play when the player has 
achieved a trigger condition, and Uigger means arranged to lest for the trigger 
condition and to initiate an instance of the second game when the trigger 
condition occurs, the second game being divided into a plurality of sub- 
games* each having an incremenU) prize such that a sum of the un-won 
incremental prizes equals a loUl currently available jackpot prize value of 
the second game, the player being awarded each sub-game after the first, only 
if the incremental prize was won in the previous sub-game and the jackpot 
prize value being decremented by the incremenUl prize value awarded with 

• tlie occurrence of each wirming sub-game. 

2. The prize awaiding system of claim 1. wherein the second game is a 
simplified game having a higher probability of success Uian the first game. 

3. The prize awaiding system of claim 2, wherein the second game is of 
the spiiming reel type with in which a plurality of reels or pseudo reels is 
provided with 2-8 different symbols on each reel and an incremental jackpot 
is awarded if after spinning the reels a predetermined symbol appears 
anywhere on the win line. 

4. The prize awarding system of claim 3, wherein Ihe second game 
provides five reels with four different symbols on each reel and an 
incremental jackpot is awanicd if after spinning the reels a predetermined 
symbol appears anywhere on the win line. 

5. The prize avkrarding system of claim 3 or 4. wherein at least one 
instance of the predetermined symbol is available on each reel or pseudo reel 
of the machine. 

6. The prize awarding system of claim 3 or 4, wherein the 
predetermined symbol is not available on at least one reel or pseudo reel of 
the machine. 

7. The prize awaiding system as claimed in claim 5 or 6, wherein 
multiple instances of the predetennined symbol occur on one reel of the 
gaming machine. 
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8. The prize awarding system as claimed in any one of claims 1 to 7, 
wherein an iocrcmental jackpot of a predotennined value is paid every time a 
predetermined symbol appears on the win line. 
0. The prize awarding system of claim 6« wherein after the trigger 

5 condition occurs a series of jackpot sttb-games is provided, the jackpot sub- 
games being provided until a iion-winntng jackpot game occurs or until a 
predetermined maximum number of jackpot sub*game$ have been played. 
10. The prize awarding system as claimed in claim 1 or 2. wherein the 
jackpot game does not employ spinning reels or pseudo spinning reels. 

10 11. The prize awarding system as described in any one of claim 10, 
wherein the jackpot game has a 2 state outcome. 

12. The prize awarding system as claimed in claim 11, wherein the 
jackpot game is an animated boxing tournament in which tlie player is 
offered a choice between two competing boxers and the prize is awarded if 

15 the player correctly predicts tlie winning outcome. 

13. The prize awarding system of claim 11, wherein the game relies on 
the prediction of a colour of a card dealt to the player. 

14. The prize awardhig system of claim 11, where the game relies on the 
spin of a pseudo coin.. 

20 IS. The prize awarding system as claimed in any one of the preceding 
claims wherein the console includes output means arranged to output a 
signal to a central controller for each paid game played or each token bet. a 
central register being updated by each such event to represent an 
incrementing prize value. 

25 16. The prize awarding system as claimed in claim 15, wherein the 

system operates over a plurality of inter«connected gaming machines and the 
total jackpot prize available to be awarded in a jackpot game provided on aziy 
' machine in the system is a monetary amount having a value which is 
incremented with each paid game played or token bet on each gaming 

30 machine or console in the system of inter-connected machines in response to 
the respective output signals. 

17. The prize awarding system as claimed in claim 16, wherein a current 
total jackpot prize value is displayed. 

18. The prize awarding S3r5tem as claimed in any one of the preceding 
35 claims wherein a current total jackpot value is displayed on a display area of 

the console on a prominent display located in the gaming area. 
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19. The prize awarding system as claimed in claim 17 or 18, wherein 

decrementing of the prize display is accompanied by a sound efTect. 

20. The prizfl awarding system as claimed in claim 19. wherein the 
decrementing is displayed by counting down &om the original value to the 

5 decremented value. ' 

21. A method of awarding a random prize associated with one or more 
gaming consoles, each of the one or more gaming consoles being arranged to 
play a first game and or a second game, the first game being a standard game 
normally offered on the machine and the second game being a jackpot game 

10 offered for play when the player has achieved a trigger condition, the method 
including testing for a trigger condition and initiating an instance of the 
second game when the trigger condition occurs, the second game being 
divided into a plurality of sub-games. each having an incremental prize such 
that a sum of the lin-won incremental prizes equals a total currently available 

15 jackpot prize value of the second game, the player being awarded each sub- 
game after the first, only if the incremental prize was won in the pi^vious 
sub-game and the jackpot prize value being decremented by the incremental 
prize vulue awarded with the occurrence of each winning sub-game. • 

22. The method of claim 21. wherein the second game is a simplified 
20 . game having a higher probability of success than the first game. 

23. The method of claim 22, wherein the second game is of the spinning 
reel type with in which a plurality of reels or pseudo reds is provided with 2- 
d different symbols on each reel and an inCTemcntal j»ckpot is awarded if 
after spinning the leels a predeteroiined symbol appears anywhere on the 

25 win line. 

24. The method of claim 23, wherein the second game provides five reels 
with four different symbols on each reel and an incremental jackpot is 
awarded if after spinning tlie reels a predetermined symbol appears 
anywhere on the win line. 

30 25. The method of claim 24» wherein at least one instance of the 
predetermined symbol is available on each reel or pseudo reel of the 
machine. 

26. The method of claim 23 or 24, wherein the predetermined symbol is 
not available on at least one reel or pseudo reel of the machine. 
35 27. . The method as claimed in claim 25 or 26, wherein multiple instances 
of the predetermined symbol occnr on one reel of the gaming machine. 
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39. The method as claimed in claim 38. wherein decreinenUng of the 
prize-display is accompanied by a sound effect 

40. The method as claimed in claim 39, wherein Ih© decrementing is 
displayed by counting down from the original value to the decremented 

5 vatue^ 

41. A prize awarding system substantially as hereinbefore described %yith 
reference to the accompanying drawings. 

42. A method of awarding a prize on a gaming console as claimed in 
claim 21. substantially as hereinbefore described. 

Dated tliis tenth day of September 1996 

AIUDTOCni\T IXIGUIIE I^fDUCTIUES 
■ mLTD 

Patent Attorneys for the Applicant 
FBRICE&CO 
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SET UP AVERAGE' ^ALUE OF MACHtNE 
TURNOVER ATWHiCH LlhJK 
PR06RESSt\/€ JACKPOT SECOND 
SCREEN GAME l^(LL TRIGGER , 




SELECT RANDOM TRIGGER 
VALUE AND WAIT FOR 
EGM TO REPORT GAM^ 



WHEN GAME REPORTED INCREMENT UNK 
PRICE VALUE AND COMPARE PLAYER 
NUMBERS (ALLOCATED) h^lTH THE- 
TRIGGER VALUE FOR THE GAME. 



">1 HATCH BET^EEN^ 



t 

25 




YFS 




SIGNAL WimmG MACHINE' 
TO LOCK UP 



-23 



WAIT FOR It^PUT TO 
INDICATE PRIZE PAID AND 
MACHINE UNLOCKED. 
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PARDON DUR 

F" R E N C Hy 

. BUT YOU'LL HAVE MONEY 

COMING OUT or YOUR CABOOSE. 




CASH Express*^ 

rCATURINO HVPERUNK* PROOREaStVE TCCHNOtjaiaY 

Oct «baov ran woun moct auMAWAr kit. Oajbh Cxf^cSB.** mc niwr m 
OUR uNC or MvPcmjNi^ uocal arca pRoaiiCBafvra. takcb f>iAY«na on 

AN INCRCOIBLC ftiac AS THTT PlAY ran ONE Of rOUR PROORBSSn^C 
JACKPOTS. THC PRaOReaSfVS OACKPOTS AUC naiOflCRCO TMRQUOH 
RAMOOM eOMUfl SVaTSM TCCMMOLOOY AMD OAM RANOC FROM A $ZO 
STAffTUP TO A ORANO aAOCPOT OT $40,000. AND StNCC CASH 

CxpRcas* orrsRa a mioh Hrr raoquEMev. rrs «urc to kecp vqur 

PbAVCRS PUAYIMOl COMBIMC TMS WITH AN ACTI O N mOAE O BCBOND 
BOflCUI. PLASMA aeRtCN TSaHNOkOOV, 3*D ORAPHiea*- AMD' AN 
INCRCDIBLC aOUND aVOTCM - AND VDU KAVC CyWn.M I WO VOU NSKO TO 

PUT pRorrrg on thc fadt tkaok. CAaH C a ^ Rca a^ CuMa AaoAn'o tooav. . 



V . . . ..: .H IS- a new-jackpot system that combines the excitement and simplicity: of a 

mystery-iackpotvviththepov/erof progressive prizes. • ■■.^./,}-^' 

. . ; A vvoVId first developed exclusively by Aristocrat^ Hyperlink is played Uirqugh a bank of. 
. modified Aristocrat games that share,a.comnion;.seco screen feature. Once triggered;.' ; 
0... the interactive second-screen feature enables players to quali^for one of four prog^ 

' " prizes, A Random Number Generator, which is built into each game's sofevarei triggersthe; 
second-screen feature. • • . '"y 

"The: second" screert att^^^^ level of perceFved participation by.' allowing.them . 

.... ,:to::stopL,e3ch reeL^Sfalnnrngby using.the.buttoa pane I.. The Progressive: prize; whfch.T .• 

awardecf; ta the player,, is determined by the accumulated value of the numbers on the v 
- '".:reets..(See^overfbrCash;Expres5.)- \ ' ^f' -•v^'"^-'* ^ ■ 

The . real power of Hyperlink is that players experience fr^^ • 
chance;6f v^inning, large jackpots) v/hi!e enjoying their favounte! games with heFghtened"- ^ 
. y^;; - .v.; : anticipation^ ex^^^ ; ■ . 

The Advantages pfHy • ' 

^ . ...^..,: . v.v.^,... Hypedi can;; be developed with, selected^ Aristocrat: combmations irrespeclive'. af 

able to be linked and'particig :/ V : ••^-V;y>;. 

2 ; Jh&^ latest games caa be usecF> fop a Hyperlink: and^ rnitima c^ni be;^ upgrade di.tc> n^^ - 
garne releases ^.w^^ 

. V • 'fvversatife^ usedto refresh the link; : • 

3. The NSW marRetr frr particular Fs a feature driven market^and; the best Arlstacrat;:^; 
gamesA are general ty. those that have a stro ng, feature o r features, feg" Periguii^^^i 
. . . .■.J.;Ciuesn; of tK Nile;. Dolphin Tre^ 
.;^v :--r-:tj^7^^-. - be choseR and: matched. to selectedicombiriatidns^ ^ 

• !^ Hyperlmlc feature is-v;on, everybody- im the venue 

\ - becbrries awareth^ 

venue shar^fn^ the experience^ of winning^ the jackpot instead of seeing the result ' 
only after the: prize has already, been: won. ,Y need only witness the way players 

. - watch others playing to experience the immense drawing p 

. .^..^....-. . .-; -- .>:.^^^^ disadvan taq e of increasing the bet in conventional progressive jackpot 

•■■ is'elnrnirrsited. 10 credits prodtices 10 times 

: ■ -i^^^ and--^-'-::^" ; — • 

■ ' .'^^^^^^^^^^ the operating needs of slot managers and such " 

'i^j^^O parameteca.asjaeRpbfe frequency carfe be easily carrede^^contrast to conventional: 

which have a more or less fixed* fao^k that do esn't^^ 
r " T'.". X .^ :.- venue- or operator any flexibility. 

• - ^mmf-"'' • ---^--'-^^^^-^ .... ■■ , . ^. .... . - • . 



.<V ■•T*i.- (S 




Cash Express 

Cash Express is the first Hyperlink Jackpot Game for New South Wales. The Hyperlink 
Feature provides players with the chance to win one of four progressive jackpots: Once the 
player wins the Hyperlink Feature, they are guaranteed to win one of the jackpots. 

The Hyperlink Feature in Cash Express ; ; . . . i : - .X; 

. When, the Hyperlink Feature is woh/a new set of reef strips appears^ The, ree.Isare spun- ' 
and theplayer prompted to stopthe reel strips by pressing the relevant buttons. "". 

Four different jackpots, can be won from. the. Hyperlink Feature:. , - 

. Grand jackpot -Won with. a Hyperlink Score of 50 ornnore;. 

Nlajor Jackpot -Won witft a; Hyperlink Score of. 46-47;^^^^ 

MmorJackpot; - Won with 3 Hyperlink Score of 37-4S(iric^^^ 
. MihlJackpot. -WorT^witba:HyperlinkSc6reof36orlessr ; / - • -y - ---r^- 























. JACKFOT : 














• • 5 . 


• JACKFOT •■ 


■ • :.:-.4 - 


• .'• .... 



:• The reels oFtheHyperlinfe Feature havebeen.stopped fathe 

numbers .oa the. centre line. only:. are. addecf t^^ The riunnbers orp ther . 

• There are t/vo different, types of symbols ort.the;. reelsr- STA^^ 

^^^^_^,^^^_TRA1NS . ^ ■ 

""^^^ STANDARD' numbers:" are^progressrvely ad the-^Jackpot.Scare as the 

■'; arestopped;."- • ■ •* ■ ' : ..^v . .v y^- v-^-. •* 

TRAINS reveaV their faonus p^^^ only after alt^of the; reels^ have the 
"..player They therrranrmat^^^ bne-by-bnei The? a nrnrrations reveal bonus 

points that are acfdied to. the total Jackpot Score.. ■ ' . .^^ . if^v- 

In the exarhple shown, the total score- is 39. All- scores between 37 and.4S win the 
MinorJackpot .. 



. 'aristocrat tasuREiNDusTR^ ;^ ...^ . • .. ; 

■•• HEAOOFHCE 71 Longuevilfe Road Lane Cove NSW 2066 A'isirali 3. Tel: 02 9413 C300 Fax: 02 942a 1345 • 
- •-■ ■ www;an5toc;rat.com.ai» . . . , 
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Lurir-uiA UArm llbb.bYblbn HOST '^^wiR^r^^*^ 



OVERVIEW; 




Where Xompuls Game systems are Installed in clubs, connection Is often required 
between the "Computa Game* Apple IIBS host ccnnputer ami the club computer system, or" 
ancllilary equipment such as a paging system or modem. 

The club computer systems ere usually of the IBM or compaUbte type and for the 
purpo».of Compute Game P/L are known as the types: ' 

King St Computer, 
Ace Computer, 
Change Bar System, 
Ideal Computer, 
QuenteU 

PltlSB- 



Some clubs employ a paging system , current connection specifications are for the. 
type/s: 

. NIRAdeletrecar). 
* ' ' ' * • • 

In some instances e club wfll require, of the Oomput^me installation, the ability to 
upload or downlD^ software such as system re/isions etc remotely : via a modem connected to 
the Apple HQS host et the club. At present however there are no standard interfaoe specif icet ions 
fcr this form of activity, the instaUations that have this feciJity having bwi specielly set up 
. according to their requirements. . There is no doubt however that this facility will become a 
standard option in the neer future. 

Connection Method : 



The inter-computer physical connactioi) is eccompHshed viae serial link: which • 
V requires the fitment to the Oomputa Game Apple JIGS of en Apple Super Serial Cerdand 
the use of a connecting cab le between the two computers. 

When fitting the Apple Super Serial Card it's DIP switches must be set correctly fdr 
the configuration being Installed. These settings are stated in.the configuration notes. For 
further infopmbtiiin uii Dip swiidi aeliirtgs f(h- Uie Serial Catii see the specification chapter . 
titled -Super Serial Card". 

Configuration details following.:- . 
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u^i |^-u I A bADb II6S SYSTEM HOST 



^■•'•"•"fll tllM 

INTERCOMPUTER 



mmmmD apple to King St. computer 



. Connector Typ^ 

DB25P . 
(Male) 




Cennectir Tvpa 
DB25S 
; (Female) 

King SL Computer. 

Part Used. -con I (tfiually) 



Cable Ungth as Required 



AT temate Form (for AT class machines) :- 

C.ConnecLor Tyrpe 
} DB25P 
• . (Male) 



Pin No. 

2 - 

.•3 ^ 

' 7 - 

4 . 

• 5 • 

6 . 

B • 

20 - 



Wire 



C8ble Length as Required 



Pin No. 

- 2 

- 5 

- S 

- 7 

- 6 
6 
1 
4 



- CflnucLur Type 

DB9S 
(Female) 

King SL Computer 

PortVged •con 1 (usually) 



SuPsrf>pri?irCflr(tnprfltK; - . CardMounted in sinf? 
• Switch Settings :- : 

|UII_L J J J b i 7 



G 



5W2 



.WJ I J. J ^ !> t f - 

BeeeflBB 



Jumper Block Setting 



MODEM 



131 



TERMfMAL 



'*^CUSGD 

Sw1t£h 

. = ON 



Ppolocol Nole:- 
eautf RaLe » 9600 

PaplLy-Ndne ' 
. Stop ails • 1 



b:^NFiGURATioN.-j APPLE, to AcB Computer 

•• SmT'I^K^ '^'^K ^"P"'' 5'^'^' for. this conriguration are the 

• sanne as those shown for the configuratton-: Apple to King St Computer 

. S££:- Apple to King St. Corrjputer. .. 
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COMPUTA GAME lIGS SYSTEM .HOST 



intercoj^pJteF 

WIRlMB 



icoNFiGURATiON:- 1 APPLE to Changs Bap Systsm. 

r.nnnecting Cahlp Dfttatls :- 



oil- 



wtni 



ConneciopType PInMo. 

DB25P \ 

(Male) : 7 *«ffiD 

Apple 1 165 Cable ungth as Rwired Change Bar System 

(ComputA^fiame) Port Used - COM 1 



PtnNo. ComedflrTvpe 

- 2 DB25S 

- 3 

- 7 



:(FernBle) 



f>uper Serial Hard nijtatis 
SwUch Settings 

SV/1 



Card Mounted In .SiQT 7 



ou I ft 1 4 s i r" 

BBiDBBB 



5W2 



BBHBBBB 



With 



Jumper Block Setting 



TERTUNAL 



THTP-CUiso 

Swiich 

~ ON . 

OFF 

Prolecol Note:-' 
Baud Rale « 9600 
. Data fills 
Parity • None 
sup Bits -1 



ICONFIGURATION:- 1 APPLE to Idsal Computep 

. Thls configuratlon is not a direct connection, it is an extension of the Apple 
. to Change Bar System: viz:- . 



ApplTtiGS 



P*ar 



I CDns 



System 





Ideal. 




Computer 



Where :- . 

n -Sfickel 

F1I -Parltobespednedanl 
■ UtMlledatUineorinEUll 



nofinf?rttno Cahle Details 

Catil* 1 ( including associated Super- Serial Card Details) 
See :- Apple to Change Bar System 



Cable 2 :- 



Ctmnador Tvpe 

, DB25S 
(Female) 



Pin No. 

2 - 

3 ' 
7 • 

Change Bar System 5 ' 

Port Usftd - con 2 6 ' 

20 



wire 



Cable Length as Required 



Pin No. ConnecUr Tvpe 

' 2 DB255 • 

\ ^ (Female) 

I s Ideal Computer 

& Port Used* T.B.A. 
B 

20 
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I 



1 



iLONFi6URATioM:-j APPLE, to QUANTEL 



if; 



1DSI8 17 



CompuU 

ApplelIGS 




Change Bar 
System 



Quantel 
Computer 



Where 

X -Plug 
ri ■ Socket 

TO -Popl totespedneflma 
UbeHedatUmeoriKt^n 



Connertlnn fahiP nof^n^.- 



Cat)}e I ( including associated Super Serial Card Details) 

See;- Apple fo Change Bar System 
Cable 2 :- 



O 



kuNFIGURATIOW-q APPI F tO PULSE 



UUnPUIA GAME H6S SYSTEtl.HQST 



icoNFiGURATioN:- 1 APPLE to NIRA (TeMracer) .2^:. 



The Apple to NIRA (Teletracer) paging system configuration Is setup as f ol 1 ows - 
P ma. 

3r8W4 



Canpula 

ApplelIGS 



Strit) 



3l 



j: 



NIRA SCANNER 
XampuU 68me Interface'. 
MOUeSlfik CS2BDD ^^«^) 



1 



NIRA HOST 
(Teletracer) 



Cable I 

Cmectar T/pd 

DB25P 
(Mele) 

APPLE 1165 End 
Port 



Pin No. 
2 * 
5 • 

7 



wire 



• wm.0 



CiUe Length as Required 



Pin No. 

- 1 

- 2 

- 5 



LABa 

■w * 

TUP 



ConnecLorType 
Screw rERTHHAL BLDCTK 
Style PUIS6ABUE SOCtCET 

. on&A) ouonic BAmnunrr 
Perl Used- SERIAL. 1 



Super Sprif^l raM nptf^jj^ 
Switch Se ttings - 

SWl 



HBflSHSH 



Card Mounted In SLOT 4 
prTT— r—r-j—r-T- 



SW2 



JHHDBBB 



vrtth 




Jumper Block Setting 



nOOETl 



switch 

ON 



Preteeel Noie:> 
BaudRsLe 02400 
OeLa B Bits 
Psrliy » None 
Slop Bits — 2 



TEOniMAL 

Special NotP, :- For the (NIRA) Ques tele Scanner 

rxi^T « • oat'i" U"»t on t» reset byr either: remmrtnfl |»>wer to the u>tL 

e^rectJTn'orJ^TeMl^'t-'T^ t«lw«n the A,ipie UBS the Quealelc 0,-t ^^^^ ' . 

eneciive. the pert. Ser i ai j - of» the Quealek unit mial be set ON. To ehedc this • - 

- Renove the <«rer or the Quastek unit. 

-Visible in the Iwerrt^lquBflrant'or the iMlndmillboM . 
.- Pressing the-*- key suns the progremming mode. / m , 

- Tlien press T to enter the 'Control- secllm - Observe the dljsplay 

BSH,ent.e«d^;) c^l^'^t'nj Tartar to c«tU,uou8 peglno problem 

" ilic! ^'^'^ «"^'~n'"9 "lie screen Is .jieln displayed 

otri.,^wm2.;es!Ji;d'^^^ """" "-*^'"'«-'«'''^''*«-'«t'U'»na«c.o*.,ncrement..hennomui, 

- .Reptfi.ce the cover. 

J^^^^l^^ these, and other, pn^gram^^ie options or the Dueste. CNIRA) Scaler: a. , 
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FUKbK riACHINE UNITS 



INFORMATION FOLLOWING. 

In the (ollovsf ing pag^ delBils ere provided on : 
. Computa Game - Version 1 

• . Installation sues 

• Poker Machine heter Interface . 

• Poker haohine Unit and cables. 
' • Power Supplies. 

. • Service Notes. 



Page 

3,1.1 

3.1.2 

3.1.6 

3.1.10 

3.M0 




IMmLAIlflLSlIES 

Compute Oame Version I systems were inslal lal. in the period August 1 988 to March 1 989 .al the 
following locations . ' 

Port Macquarie RSL Club. . . - 

Herbord Diggers Club, 
North Ryde RSI. Club. ' 

These insteltelions are identifiable by the general form lHustrated in Figure 3. 1.1 

The variety of brands and models of poker machines, and electrical configurations of their meters end 
.meter wiring, extant at the above Installatfons are covered in detail In the section tilled:- "Poker Mfchines" 




Figure. 3.1.1 



General Form of Oomputa Game : 
VERSION r Prt:Br Machine Units. 
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^«ur»f?^.?^''"'° ®T ""^^^ electricBUy isolated connection b the ooker machir> 

^tmfor ihepurposeof monilorln9andr«»rdin9lte^^ movemenU. remotely, on iSCutaL^^^ 

tIETER INTFRFACF MODtll r - VFp;;|p^ | 



O 




O 



CONFIOURATIONS 



aem.^. Jl'ityr^i' ""^.'^ '"'^'"^^ '^""""^ boards Were manufactured ^ installed in Uirefi tvn^ 
. accord.no to theeiectr ,«,! configuration of the meters of the poljer machirto S^J^S 



Configursiion : 

f*ositive Common 
Orouiid Common 
A.C. version 



Meter Interfece Circuit Board Na : 

W-KSC-fllF-l • 
CA-KSC-niF-2' ■ 
CA-KSC-I1IF-2A 



t?«rS!!*"'".'^ P*er mechine meter configurations (Positive Common 

Ground Common etc ) - see section tided .- Toker Machines Metering - Overview- 



POKER MACHINE UNITS 



VERSION 1 



METER INTERFACE VERSION 1 - Cont'd. 



« IM 



□ 6* 

□ 5 



A 

CA«C. Vfifia.1 l-J eilBATIVB AIIRANQfiHBIir PTY.LTO; 

CA<-'KSC/MIF- A KiTSOAN UEren iNTCR^ACfi. s#iiei| 




Figure. 3.1.3 : Meier Inlerfece Ctrcult Board VERSION 1 
. Component Overlay : AC Vers: Shown 



_gH.a 



INPUT' 

The poker machine loom (wiring loom installed by Compute Game P/L. connecting to the poker 
machine meter circuitry) plup into connector CN I a, single in line, 12 way, 0.156 Inch pitch 
connector. Figure 3.1.4 shows the meler function to Pin No. designation, and includes Compute Game- 
standard wire colours for the meter functions. 

Specifications of tte various poker machire looms, used, at Yersiwi 1 . installations, are detailed in 
the section titled Toker .Machines^ siibseclioa- " V/ir Ing Lawns - Version r. 



STD.WIRECOJOUR 
(Meter Loom). 



Brey 

Vlofel 

Blue 

Yellow 

Orsnoe 

.Bledc 



Figure 3.1.4 



* NAME PIN 

ro Chassis 12 « 

DDORf W- 

DOOR- 10- 

UMH 9- 

LIMK a - 

neiera-CAMcaciCTir 

.ttetfirS-CASHBOX^ 6- 

neterd-sTROCE 5- 

[JelerSTTt^OVER • 4- 

rteler2 -TOTAL WINS 3- 

neter 1 - JAOIPOT 2- 

neier connoN i - 



CNl 



RrTT 



O CA-K5C/MIF- 



ClPOrtL 
Board 



Meter Inlerfece Board VERSION I 

CMI : Poker Machine Loom Connector Pinouts 
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METER INTERFACE VERSION 1 - Cont'd. 



OUTPUT 



The outputs from , end power connections to, the Version 1 meter Inlerfece boards ere carried bf 
CN2 8 25 pin "D" style female (DB2SS) board mounted connector. The outputs ere configured as TIL level 
( 5 volt) active low signals. The pin No: to furotion designations are shown In Figure 3. 1 .5 



o 



Meter Interface Module 

VERSION I 
OUTPUT CONNECTOR 
. (CN2) 



♦10 Volts O.C. 
Door (SW.) I 
CASH BOX - -Meter 5 
TURNOVER - Meter 3 
JACKPOT - Meter I. 
Logic 6ND (0 Volts) 




Type 
view 



- DB255 
» Face 



(Female) 



♦10 Volts O.C. 
Interface Link (Failsafe). 
Meter 6 - CANCEL CREDIT 
Meter 4- STROKE 
Meter 2- TOTAL WINS 
Logic 6ND (0 Volts) • 



Figure 3.1.5 



Meter Interface Board : VERSION 1 
CN2 : Output Connector : Pinouts 



o 
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POKER MACHINE UNITS VERSION 1 

METER INTERFACE VERSION \ - Contd 

MOWFICAtlONS : , ^ 

DOOR SWITCH CIRCUIT. _ 

The original meter interface module ws designed to provide an electrically Isolated connecti on, 
between a poker machine and the Compute Same process (poker machine unit), for six meter . 
cfrcuf Is ami a door switch circuit 

Thedoor switch circuit. Input was designed to be powered tiy voltages obtainable from th^e 
wiring of tte poker machlnij :- 

The original wiring configuration (withreferrencato Fig. 3.1.4 ): . 
OonneclorCNl : Wiredto: 

-Pin II +24 Volts D,'C. (or ♦12Y.) derived from the pokar machine. 

-Pin 10 To one terminal of tte Door switch. 

•Pin 9 Td other terminal of the Drar switch. 

-Pin 8 0 Volts (WD relative to 424V. above) From poker machine. 

Door switeh fitted by Computa Game is a Norm^^^ 

However, due to the lack of availabllfly of reliable voltage sources in some poicer machines, ttte 
version 1 meter Interface board was modified : such that the door switch circuit input was 
powered from the -i^ 5^ Volt suppVpresent on the.1nterf8ce.bo^ Itself. 



MODIFICATION DETAIL: 

For the Meter interface board : ( With referrence to Fig. 3.1.3 and Fig. 3. 1.4) 

1 . Change the volue of R 1 : remcwe oclsting 4k7 0 resistor -replace with 
IKO 0,25W resistor; OR : Parallel existing 4k70 with lk20 0.2 W 
resistor. 

2. Remove Pin 1 1 of connector CN1 : Cut pin eff flush with bod/ of 
connector. • 

3. Instal Wire Link : From end of Rl- closest to CN.l . toendofUCI 
-closest to CI. Link cm wiring sitte or clrcuii board uslhg'tnsulated 
*26 - •*'28 gauge wire, colour : red.. 

4. Instal Wire Link: From Pin 8 -connector (>ll, to negative (-V8)endof 
capacitor C I . link on wiring £ide of circuit board using Insulated ^26 * 
*^28 gauge wire, colour : black. 

For the Meter Interface Wiring Loom : 

5. Remove any wires connected, to Pin 11 or Pin 8 of the meter 
Inlerfece connector ( the mate to board connector CN I ). P 

6. The Door switch should alread/ be connected between P ins 9 and 1 0. I 
. The door switch wires should now be connected to the Normel ly Closed ( N/C) 

contacts of the microswitch. 
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COMPUTA GAME POKER MACHINE UNIT 



ton onn plffi c enclosure, with front chBracterx21ineb8ckmalphanumS 
cfispisy. tackm message ennuncietor. 3 push- button service switches with status fndicotors. and an 
InsBrtmn style mafflffltic stripe crd readw'. 

The Compute tone poker machine unit functions as an Inttepenitently addressable peripheral on tha 
ComputB^frnetwrkto^ Communicating In a • 

polled mode with the Apple IIOS network host computer, the poker mechlne unit accepts dbwnloaded 
paramelers that determtne Its mode of operation and its responses, (via Its display, audio transducer eta thr 

"'"S • *° 'V"!!' ^""^ of a card, use of the service swlSSTn f b ' 

fascia, r roost Importantly: any electrical activity of the Meter Interface Module to which It Is connectat 



COMPUTA GAME POKER MACHInE UNIT - VERSION 



1 



O 



tl»0!Wut»Oaiiief(»M-msclilrauiill-verston I :«msi»mlimesteliBmle«llrt orraterrefllo 

C6PM-V I Olsllnguishiflg Features 

The COPH-V 1 is easily distingui^able from any later version of the processor unit in that • the 

volt SLA battery and the processor printed circuit board which Is mounted vertically Inside the rrar face of 
S?l'-.^«Sn'n'rr!^^'' fedistlnguishablet^the brgeplesUcescuSlSfheS^JS"' 
m«.i^;h^ ' ♦^'^f™''^ panel (faceplate) artwork :*eing a black background (reflex bliie al^^ 
HarbordD^s Club), wan fine line panel delineation and type in white, yellw^ 
See Figure 3. 1.6 . and Figure 3. 1 .7 



O 




"EPROM 



Front Panel 
Swtlch Strap 

^OIP Switches 



BBtter 



y 



Positive Leetf 



figure. 3.1.6 



Compute Oame VERSION 1 Poker Machine Unit 
Chassis. Coniplele : .Side View 
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POKER MACHINE UNITS 



VERSIOM 1 



POKER MACHINE UNIT - Cont'd 



Compata-Gaine 



UESSAGE 



mai. 



tNSSRt CARD HERE 



Figure 3.1.7.: CGt^M-Yl 

front Panel Line Art 




Fl^ 



\ 



Power Coimflclor 
(SI) 



Main Coimecior (P.I) 



Figure 3.1.8 : COPM-YI 

Chassis Underview 




CePM-VI CONNECTIONS 

All connections to the C6PM-Y I ere m ade via 
two connators protruding thrtnirfi the undsrsicfe of 
the chassis metalwork. close and parallel to thi e rear 
edjp, All signal circuits, including networic 
connections, ere carried on the 25 pin "D* sty le 
female connector ( DB25S) noted as "P T ( on t. he 
proc^^ bCBTd). Special Note : see Service Notes : 
EPROtI Change: 'Spepial Note- DB25 - P r. 

Power supply to the unit ( 8.5 volts la In. to 
10 volts max. RMS Aa) isconneAedvia the 2p5n 
< 0; 1 56 * inch pitch) plug noted as "S | " ( on the 
processor board). See Figure 3. t. 8 

For circuit cfesignallon to pin MD^.speclflcalior* for the 
{ DB25S) signal connector "P I". - 
SiB8 Figure 3.1.9 

CePM-Yl CONNECTING CABl-ES 

The mejorUy of connections made to the 
OPM-Y 1 are between it and the meter Interface 
module^ the only other connections being networlc and 
powBT , hence the largest cable used is the onfe belween 
the 06Pt1-V I and the meter interface and Is called 
the* interface cable*. The interface cable is composed 
of 3 metres of 1 2 core data cable with a DB25P 
(male), Insertable pin, connector on each end - For 
theconnecliondetailsofeac^ end of the cable:— S^ 
figures 3.1.5, 3.1.8 arci3.l.9. The network 
. connedions ere carried on the sdme connector (PI), 
at the CGPM-Y I., as the meter Interface lines , so ere 
..Inserted Into the. OGPh-V I end plug, of the Interface 
* cable at installation and are very difficult to remove, 
without diamage,wiU^out an extraction tool. Of note 
also is that due td the Inability of 4Ne in^rlable 
connectlonplns used, to carry more than one wire, 
the network connections Input to and output froih the 
C0PM-Y 1 oh separate terminals. The br 1d(p or . . 
throui^ connection of the network Is made witliln the 
CGPM-V I Itself such that, unless other arrangements 
are made, an unplugged CGPM-Y 1 unit will break the 
network, at that point with respect to "downwire" 
units. 

The power connections to C8PM-Y t units 
were modified , due to a connector problem . and' . 
presently consist of a 200mm. length of "figure 8" 
twin core which Is soldered directly to the power 
connector , "S r of the COPM- V 1 unit , et one end 
whilst on the other end is mounted e two way screw 
terminal block where the power input connection is 
made. 
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POKER l1ACHIh€ UNIT - Cont'd 



Computa Game 
Poker Machine Unf t 
Version 1 
SIGNAL CONNECTOR 
-PI" 
Type » DB25S 

tFamala) 
fioardnanted 

View - Face 



c: 



Chassis Earth 

CQinm2 TxD - 
Comffl2 Rid) - 

Comm 1 T55 

Canm 2 OS - 

. . Door (Sw.) 2 
Comms 6ND. 
♦ ID VortsD.C. 
Door (Sw.) 1 
CASH BOX - Meter 5 
TURNOVER - Meter 3 
JACKPOT - Meter I 
Logic GND<0 Volts) 




TxD CmaS 

■RKD Comm 5 

"R5 Comm I 
DO Comm I 
DO Comm I 
CommsGND 
♦10 Volts D.C. 
Interface Link (Fail safe) 
Meter 6 - CANCa CREDIT 
Meter 4- STROKE 
Meter 2- TOTAL WINS 
Logic 6ND(0 Volts) 



Figure 3.1.9 ; COPrt-vr Primary laGonnector "P r - Pinoul 



CGPM-YI CoihmunfcaUons Ports 



-« I. J originally designed lb provide several serial communications port options as beira 

^ link and component" seTedable. The primary port for nelworlc communicatiDns ( RS485) Is named 
"Comm 1 in the vast majority of installed units this is the only port implemented ( Link 1 and LinI; 2 on 
the prooKsjr board set to position "A' ml driver IC U7 in place.). Two other porU dould be implemenloJ • 
named Oomm 2-8nd"CDmm S"; these are RS232. (requlreLInk 1 and LM 2 on the processor board set to 
position -B". driver \CUb Installed.) and it must be noted that Oomm 1 and Comm 3 are muhiaiV exclusive 



O 



. C6Ptt-V 1 Processor Circuit Board 

The CGPM-Y 1 processor circuit board component placement overlay is illustrated in 
F igure 3; t . 1 0 Worth noting, from e service perspective, ere the positions and orientation of 
components such es i- the power fuse (Fl). the DIP switches (SWi). the program EPROM (U3) andl 0 ' 
connectors for:- displ^ module (.KK6). display backligiiKKK^).- front panel switchboard (Ki;2). card 
reader (KK1), buzzer (KK3). . . 



CQPtt-YI ADDRESS DIP SWITCHES 
See Service Notes - this section ; following. 
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POKER MACHINE UNITS 



VERSION .1 



POKER MACHINE UNIT - Cont'd 
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Figure 3.1.10 



Computd Game VERSION 1 
Processor CIrcuU Board 
Component Overlay 
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POKER MACHINE UNITS VERSION 1 



POWER SUPPLIES 




UNINTERRUPTABLE POWER SUPPLIES . 

. The primary power source for all Compute ©ame Version 1 Inslellations, due lo the havoc crealad by 
pcjwer transients, outages, and fluctuations, consists of a number of untnterrupteble 240 voit supplies ■ 
(U.P.S;s) of the type :.nAITEK LYNX 500. These U.P.S.'s power all networked devices at Version 1 
InstBl latlons. There are two U.P.S. al Port Macquarle RSL, . Ihrte U.P.S. at Harbord Diaiers Club ' -and two 
U.P.S.etMorlhRv^RSL.: 



C6PM-Vi POWER SUPPLIES , 

The CGPM-Y 1 units are powered by 8 Volts AC. (effectively 9 Volts In practice) derived from 
siepdown transformers connected to 240 volt lines supplied from the U.P.s;s aforementioned The stepdown 
transformers used ore an ATCO type LY 1 3A-2 SPO 1 unit rated al 50 W , with a 1 5 Amp output fuse; their 
physical appearence is that of an aluminium tube with oblique ends, approximately 70mm. square and 
>260mm. long. 

J ■ These stfipdown transformers power up to 8. OBPM-V I units each but with special arrangements for 
the pcjwer wiring : In thai no more than 4 CSPM-Y I 's are powered in eny one daisy chain from the • 
transformer due lb voltage droop. Where longsr daisy diains could nol possibly be avoided an oWltional . 
•step-up" aulotronsformer was used : of the type ATCO ECTMA 90-8/9V , and physical form of a while operi 
frame transformer similar lo a flourescenl lightlno ballast, this was fitted whera needed - generally next lo 
or on the original stepdown transformer and connected lo the seoondary ( 8 Y. AC.) of that transformer with 
the CGPM-Y I units being powered from the output of the autotransformer. 



SERVICE NOTES ; ' ' 

COPM-Vl DIP SWITCHES 

On the processor board of the CGPM-YI module there is 'a DIP switch pedca^ eonlaining 8 switches : 
^iflure 3.1.6 showslheposltibhof the DIP switch pack^, refer also to Fig. 3.1.10 - component "SWi;. 

The selling of these DIP switches determines the network address of the individual CGPM-v i 
module. The network address /or each individual module must be uniquiB : in that should two modules share 
. the same address, during coramunlcatlons, network contentions will arise • with serious consequences for 
network Integrity. 

The swilchK are set using a binary code (number), which equates to the decimal value of the network 
atMressrequired.intherange I lo254 For address settings of DIP switches: see section "Poker 
Machine Dnlts - Address DIP. Switches". alternalBly the 8 bit binary ^lulvolent of the datmal 
address ( modulo 256) can be calculated end the switches sel : where Sw. I « LSB. and Sw.8 » MSB and 
switch closed = "0", IHis being the hard way lo do things. 

Illegal settings of the Dip switches (either ell switches 'on*, ir all switches "ofD. on the(»PI1- 
VI , have no service/installaUon function and drastic consequences, if all switches are set 'off IheCaSPM-Yl 
will enter the "Power Down" mode and cease to function on the network - to reinstate normal operation 
requires a complete reset of the unit cntelltng : - Disconnect in sequence : DB25 communications 
connector (P 1). Fuse (Fl). Positive battery lead. Then rrannecl in sequence : Fuse (F1).DB25 connector, 
Positive boUery lead The effects of all switches set 'on* are unknown, but primarily ; I llegal sellings of 
the DIP switches on the CGPM-Y.1 ere to be. avoided al all limes. 
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SERVICE NOTES -Cont'd 




C8PM-V1 CARD READER 

TterardreatterontheCePM-Yl is8Neup«ynmodelMCR-191-lR which has a common faul tin that 
™rri fintSl is S tva ram operated microswUch: which will sometimes fell to close, on w« thdrswal 

irSi^^useComputeeame points ereonV updated on the ^twork d thedeteolBcd 

wlUulTBwe^ofB player^ 

- freeing™ SSsi S^^ ? 
mSKcBltrofU^ cam In the reader : usl^ 

grey Plastic cam - between the front mounting plate antfthe cam PWol arew. attend It 
ScinX3c8l plane) towards the card face, then test the operation the switch with a i=ard . 
( wKucularllte^^^^ to switch closure on card exU) . wpeat the operation 11 necessar/ until 
satlsfactOTY operation Is altalnel ' 

MAINTENAHCE / SUPERYISOR / STAFF CARD USE 
CompulatemeprocessorunltsallowJhroughtheuseofaspalalVe^ 

held m bS? bSed memoTY to be read and If necessary alt^red^ ^t'^^^H^'?^ S^i^l'''"^ 
totterellaSvityof meter readings) to be set The.speclalV encoded cards are proteajm^^^^ 
accordino to their issue and use. being called a "melntenance".. "supervisor .or staff card The basic 
KSeSSSUe30fcartbelngth8t:8-su^^^ ^ 
SSlnsSSat Ihe venue for Which it Is 

naiwork to be 'running- to allow Its use. whereas the 'iKeintenaTce- ^ °f "^.^Jj^l^!^'^^"^^ 
eemeequipmentalanyvenueendtloes-nolrequlreB-runninfl- network. The memtence class of card Is on V 

held by Compute Game P/L staff . 

• Therearesomem1nardlfferences1nlheoper8tlonofCK>M-y^ 
be1o\v..butolherwiseoperetionisthB8ameaslatBrversions:- for fuH explanation See section POKER 
MACHINE UNITS- MAINTENANCE CARD USE'. 

The dlfferenceswhen usng a maintenance card oh a MPM-V 1 ^..11 ore '&^X whcr. thecsrdls » 
.mil itelhlS WamelK^ loaded (le the network has been run since the last power down or reset) the 

displaying - Compulaeeme Inactive ■ (la those that havaraparm^ 
besklppedentirelywithopewWoncommenclngatthe' METER SETUP screea 



SERVICE NOTES - Continued Over ... 



SECTION 3.1 



Page 3.1.11 




PQKER MACHINE UNITS VERSION 1 2 ^ 

SERVICE NOTES - Cont'd. 
HOW TO CHANGE AN E.P.R.O.M, 

The ecronym "EPROM* is industry parlance for - Erasable Programmable Reed Only Memory and takes 
the form of an integ-aled circuit chip characterised by a (jjartz window In its upper surface; this quartz 
wf ndtw is usually covered ( t>y en idsnttfylng label ), to prevent lira admission of ultraviolet light and the 
consequent unintentional erasure of the Information stored Iri the memory. The EPRWI used In the C6PI1- 
Y I Is 8 27C256 : 0 256 KBU chip In a.28 Pin dual In line package, and provides the primary program 
memory for the microprocessor 1e.determinesth8btticmods(s)i)roperation(tfth8COPn-VI unit The 
program stored In EPROM , sometimes Including the EPROH tt is stored m, fs often heard referred to In the 
electronic InAstry, as "firmware". . ' • 

Wtenaver Oomputa Game system features are^u^eded, particularly with regard to the iteration of the 
COPM units, these changes are usually in the form of revisions to the system software and firmware ■ which 
entails a change of EPROM for the CGPM units In quKllwi. 

To change an EPROM in a COPM-V 1 unit requires careand a deal of caution, first you must kneel 
wd faoeMeocB... 

Ooo's required : (a) A small (less than 1 6omm< OA. length) flat bladed-screwdrfver or a flat 70mm x 
1 0mm X ) mm blade stepped at half Its length, or (J)) a large sized pair of long nose pliers with aholed 
nose and fine point . r -w 



IMPORTANT NOTICE : STATIC CONTROL 

The following procedure Involves the handlir^of static sensitive components; as clubs are apt 
to use nylon carpets etc. the problem of static electricity should not be underestimated; it is 
therefore mandatory lo ensure the discharge of any static builtbjp on your person prior to hoidllno 
said components. . 

. Although the usual production method for static dissipetioh Involves the use of wrist streps and 
round leads this proves to cumbersome for normal service proceAjre. an effective method to 
discharge static is to touch some prpperly grounded roeislwork (ea the frame of a poker machine) 
aner any major movement (particularly walking around or shuffling feet) and immediately prior to 
handling any static sensitive components : Denoted in the following text by symbol : SS . 



t^rocedure : .. 

... .NpTErr'. .... ..... ^.„_-._. . 

> Before proceeding it is wise, lo use a Maintenance class card to chec* and note the current interface 

setting (m5ec.) as this will need to be re-enlerred at the end of this proceedura 
• The following procedure descrlpUon presumes EPROM changes are being performed to a limited 
number of units with their power supplies ective. Where all onit EPROMs are being changed in an 
InstBllation the usual procedure Is to power down the entire installation at source : in which case the 
connection sequence described In points \ . and A. Is not strict except for the battery connection 
which must be the last disconnection in powerdown and the last reconnectlon after powerup - 
presuming the sequence Is (a) Instailation powerdown, ( b) disconnections made, work performed 
end reconnectlons made; (c.) installation powerup, and then (c) batteries reconnected, (d) network 
recommissioned. 



1, 



in conjunction with the following : See Fig, 3. 1 .6 end Fig. 3. 1 . 1 0 

Disconnect the CQPM- Y 1 unit totally from power using the following sequence : 

( a) Disconnect the DB25 communications connector by using s srewdrlver ipntly , between the 
. ainnector and the chassis metalwork, so that the wiring is disturbed as little as oossible 

( b) Remove power fuse *F r. 

(c) Disconnect the positive battery lead - red wire : spade terminal at positive terminal of battery. 
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HUKhKriACHINb UNI lb VbkSIQN_l _ 

SERVICE NOTES.: • HOW TO CHANGE AN EPROli - Cont'd 

2. Remove the existing prstgrm EPROtI (SS) in the fonowing manner 

0 The progrfli^ EPROM is in position U3 on the prroessor btard (see Fig. 3. M 0) recognisab le es the 
lop left chip in the group of four lar^ chips on the board, also thal il is usually Ihe only socketed 
chip. 

<> The primary obj ecti ve in this operation is to remove the EPROM without undue stress to the board 
or component and without bending the legs of the EPROM itself. It is usual durinfl this operati on to 
place the (XyM module on Its bock on a flat surface! Not on its base : See "Special Note — DB2S. 
- p r at the end of this procedure description) and use your free hand to stead/ the unit by holdi ng 
the front paral whl 1st also holding the switchboard connecting strap out of the way against the front 
panel such that It is not dislod^ from connrctor KK2 and clear. access con be gained lo the EPROM. 
• ToremovetheEPROM(SS): Twomelhodswillbedescribed:- 
(a) Screwdriver method : Working from the DIP switch side of the chassis, slide the blette of b 

small flat blated screwdriver (or blade tool - described above) under the centre of the bottom edge of . 
the EPROM chip : between the chip and the socket; aligning the screwc^iver as closely es possible 
with the board and EPROM or lentallcm . and with a ^ntle rocking ( twisting) motion , insert the 
screwdriver uncfer the EPROM chip as it is prised but of Ute socket, the rocking motion of the tool is to 
ensure the pins on either sicte of the chip are prisecTfrom the sodcet at the same ratd. W 
is almost out of the socket : withdraw the screwdriver and apply a little ^lle finger pressure lo the 
heel ( bottom) of the chip this will cause the chip lo s»-s8W in the socket releasing its lop pins; 
use the screwdriver again gently to free the chip in the socket - without causing It to fall out Now by 
gripping the chip by the body ends ( between Ihelhumb and forefinger) withdraw It from the module. . 
and place it in conductive foam or an anlistalic storage tuba 
( b) P I iers method : The use of 8 lar^ pair of long nose pUers, with angled jews end fine point . is 
•preferred by some servicepeople as a more efficient way of extracting the EPROM , the angled j ews 
allowing grip and control outsicb the confines of the module metalwork. However care m ust be 
exercised using this method as the com pr^slve pressure aid tensile stresses applied to the body 
of the EPROM during lhe process must be minimised : due to the risk of fracture of. the bonding end 
hermetic seal of the EPROM bod/ package, end r isk of ^mage to the microprocessor chip bod/ which 
becomes B defacto leverage point on the board. . 

• The extraction method is simllr lo the screwdriver method in that one tip of thejaws of the pliers Is 
inserted under the centre bottom afee of the EPROM bod/. balwKn Ihe Ijody end the socket, and a 

. I ighl leverage applied to raise the chip out of its socket until the plier jew can be slid in further and 
Ite process rep^ed until the chip botiy Ibtiule lu.Lft?yi ipiwo iV tiiPcexruorlera of its ter»gth by the -* ■ 
plier jews. Now the EPROM bod/ is gripped gently, but firmly In the plier jws and the pliers 
gently twisted so that the.EPROM is llftecKvertlcally) out of Its socket The EPROM is then, stcred 
In conductive fram or en antistatic tube package. . . 

3. Insert the new program EPROM (SS) : 

• WlUidraw the new EPROM from.ils packaging, handling it by the bod/ endsonly, end sight each of the 
two rows of pins from the end of the chip : each row of pins should be fully a1 igned and square lo lhe 
body Of the chip ;Sce Figure 3.1.11. This is necKsery es the chip is lo be hand inserted and must 
aliip precisely with the socket If any individual pin is bent out of alignment use a small pair of 
pliers lo straighten and align It with the others. Com m only both rows of pins are not square Id the 
bod/ of the chip, as this Is the way they are supplied from the manufacturer, to modify the bend in. • 
the pins so that they are square : hold the chip with both hands using a thumb and forefinger grip at 
each end of the chip bod/» place the face of one row of pins flat ageinst a flat hard surface ( the chip 
bod/ will how be resting slightly off Ihe vertical from this surface). Now gripping the chip firmly, 
v/ith a firm but gentle pressure against the surface/pin faces : roll the chip bod/ into a verlical 
position. Now sight the nw' of pins for square end repeat the process If necessary. Take care not to 
overbend the row of pins as the above process is easy lo repeat but an retrieving an overbent row is 

• difficult Repeat the process for the other row • • 
Remove the existing program EPROM (SS) In the following manner 



I 
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SERVICE NOTES - HOW TO CHANGE AN EPROM - Continued, 



X X 




Figure 3.1.11 



EPftOri-Chip : End View. . 
NOTE Pin Rows : form and ellgnroent 



C) 



Point: 3. Conn... 

0 The object of thfs process is to modify the existing bend in the pins ( close to the chip body) leaving 
the pin faces flat, - if the pin faces are bowed to produce the result : chip/socket alignment will not be 
true, the pins wtll be weakened, and tent pins during Insertion will result * big trouble, 
o Note the tndeni or notch, central on one end of the bod/, of the EPROM : this denotes the position of 
pin f on the device and therefore determine the orientatioh of the device when it is inserted in Its 
* sockeL 

0 Thecbrrecl orientation for the EPROM in IheCQPtl-Yl Is.: notch to the top (ctosKt to the 
connector KK2), See Fig. 3..1. 10. 

• : To Insert the EPROM (SS):Handlinglhe EPROM by the ends only, place It onto the socket (U3 on" 
the C6PM-Y 1 board) and visually check that ell the pins (on both sicfes oMhe device) ere in 
alignment with the sockel(s), If not - withdraw the device and correct any misalignment' 

If all the pins ore aligned then usingevcn fin^r pressure centrally on the body of the device 
press it into the socket, for a good insertim an initial resistance will be felt followed by an even 
drag then a firm bottoming , 

Now visually check all pins of the device to ensure thai none are bent out of the socket or under 
the chip : if any pins are bent the. chip must be removed and the pin( s) straightened before 
reinserlioa Warning : pins will break off if bent extremely or more than two or three times, 
rendering the device useless. ' ■ 

Reconnect theCQPM-Y I unit to power In thefollowing sequence only 

(a) Replace power fuse ( Fl ). . . - 

<b) Reconnect the DB25 communications connector.. _ 

; important See '^peciol Note - DB25 ^ P r et the end of this procaJurd deS?iplioi{ ' " ' 

(c) Reconnect the battery positive lead, and check the negative. lead. 

.5. TheCOPM^viunlt slwldnowdWlayXomputaflamelnaotive'' : 
If it doesn't (hen check:- 

The items in point 4. are correctly connected and the "figure 6" power cable 
has not become dikonnected at either 'Sr or the terminal bloct 
The EPROM is correctly oriented and socketed ie. no pins bent or hanging over, out, or'uhder. 
- If the EPROM h^ been Incorrectly Insertal, either by orientation or misalignment, 
there is a very high likelihood it will have been destro/ed end should be replaced 
Disconnect the power to the unit using the sequence stated in point 1. , . 
whilst the power fuse Is out check it for continuity with an ohmraeter, 
then reconnect the power : observing strictly the sequence stated in point 4. 
That neither of the connector straps between the circuit board and the front panel has become 
dislodged from their respective board socket connectors - particularly the display strap ( the larger 
one into connector KK6). NB: The swilchbrard strap is a 9 circuit strap - which plugs into 
connector KK2 (a 1 0 circuil connector) positions 1 to 9. Position 1 is marked on the board by a 
spot (near connector No. marking). 



4. 



i. 
ii. 



1v.. 
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V. (aw* the address DIP swUches to ensure they are noised 

_ service notes : OSPh-Y I 01 P switches, 
vi. ifellhlspointtheunitstmisnnwirkingithereisechBncelhrttheEP^ 

-replace V EPROti with 6 fresh unit using the camptetfi preceding procedure with particular 

attention to "Sialic Contror- see preceedlng notice. ' , ^ . . , ." ^ 
vii NwifyouhaveproceededthisfarwithoutresullsirsprfibabVa^^^ Mecca . 

6ffiin but that aside - the presumption is that Ihe unit was worlcing before the EPROtI change so 

something occurred, during the procedupeiresuUino In the present inactivity. 

tfEaoLl be isolated then the complete CGPM-V 1 unit will need to be replaced end ttne faulty 

untt returned to ComputB Oame Ltd. ( with a fault dsscrlptton) for servlca 

^' '^""ruS ? TkI Snfelteortly effective way to determine the particular slate of activity of any C6Pri 
unit on the network. The information is provided relalive to thefletwork address of the unit t n 
question end.for this procedure three results ere. possible : - 

( a) "lieraory Erased" means everything is as it should be - goto point 7. . 

(b) "Error" means the unit Is responding id the poll but its response Is unintolligl^^^^^^ 

i This may indicate address contention ( two units responding to the same address call ) so check the 
unit's address Dlf switches to ensure they are correctly set for its unique address, also dreck the DIP 
sffltehes on any other untt that has been worked on and is stwwlnjan "Error" or "Not Answering" 

result in the seme Poll "i.,^^ .. i 

- For switch settings : see section -. "Poker Machine Units - Address DIP Switches . 

■ ii. if the above Checks show nbfaiilts then: Reset the unit by using opowerdown/powerupes per the 
sequence descr1l»d in points I. and <. then run another Test Poll. • ; .k » 

iii. If the test voW result is still "Error" (particular to that unit - see below) then replace the unit and 

return It to Compute Same Ltd. ( w1 Ih a fault tfescriplion) for service, 
o NB- if there is e profusion of "Error's then the most likely cause is a short in the networlc wring 
. end this must be treced by deductive removal of network branches/units until the wiring fault is 
found and repairedL 

( c) "Not Answering* means there was no response from the untt when it was pollal. so^ 

i Check ihe unit's DB25 communications connector to ensure ft is properly seated and that there are no 
broken or loose wires. - See also "Speciel Note - DB25 - P I " at end of th^sdescriptton. 

- In oopn-Vi installations. the nblwwk corji»tiiS5-src "u^rvHig^4 cor.r.3CiEd^ inside eKn CBPn- . i 
unit so e fault of this type will usually manifest as a number of 'Not Answaring's. being those units 
•downwire" of the fault ( open circuit) as well as ( probably) the faulty unit Itself. 
See previous ttescription this section - "C6Pt1-Y I Connecting Cables". , / i.v k 
Ched; the unit's address DIP switches to ensure they are correctly set - sk point 6(b) above. 
If the ebove checks show no faults, then : Reset the unit by performing a powerdown/ power up using 
the sequencesdsscribed in points Land 4.. • u 

Iv Run another Test Poll and revert lo beginning of point 6. if however this loop has been run a number 
of times already with no success then replece the faulty unit and return it to Compute Qame Ltl( with 
a fault ftescrlpllon) for service. 

Turn off ( NB: * NOT deselect) the network printer, then Start the network. 
Run the network for Stoic minutes, then Stop the network. • 

NB: « The printer is not required during this service procedure so to save paper etc. it is turned off. ; 
If the printer is not turned off but 'deselected" then the network restart will hang until the printer 
is 'selected' a^in or turned off. 

cont'd - over ... 



ii 
iii. 
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C, 



8. RunaTesl Poll : 
(e) At this stage Ihe CGPM-Y I units in question should be responding to the lest poll with 

"I nvalid Meters - this being the case then : Start the network, and proceed to point 9. . 
( b ) Any other result then revert to point 6. 

9. Re-enter the recorcfecl meter .values and meter .inlerfa:e setting : r 

. Due to the circuit configuration of C6PM-V1 units, end the full power down re^^ 
EPROM replacement procedure, the recorded meter values and the meter interface setting were lost 
arid must how be re-enterred using a "maintenance class" card Fcr a full description of the use of a ' 
maintenance class cstf :- see section "Poker Machine tinifs - Maintenance Card Use* . 

1 0 . Stop the network arat run a Test Poll 

(e) All units should now respond to the Test Poll with "Ready": - If so then proceed to point II. • . 
(b) if the response was "Invalid MetersMhen r 

i. If this is the first time this point has bran reached r-everl to point 9. . 
li. If this is the second time this point has bean reached revert to point 6 \il ; 
lii. I f this is the third time this point has been reached :t then r^l^ 

unit and return it to Compute Same Ltd. (with a fault description) for service. 



■2 



I I; Start the networl: , and congratulations. 



Special Note - DB25 - PI 

On some.COPM-V I units the boardfnounted female DB25 connactor "P P has a complptely 
plastic bod/ : in most cases the manufacturer of these units has omitted to fasten the body of this 
connector either b the chassis or to the printed circuit board such that the stresses of 
connection/disconnection are borne by the 25 socket tails where they are soldered to the circuit 
boarl The socket tails on these plastic bod/ connectors are, inclined to be brittle end have been 
known ta fracture. Therefore 

i. Avoid excessive force when connecting or disconnecting this type of 

connector. ' . . ' ' " " 

li. When these unltstre sitting on their base : they are sitting on thjs^^^ ^-^ 

" connaAorandshouldnptbesubjectedtoshock, vlbration.d^ 

pressure whilsHn this position,, 
iii. If fractures <(tescrlbed above) can be visually sighted or determined by ohmmeter testing, • 
. particularly as the cause of a problem in the proceeding procedure, then the faulty C8PM-y 1 

imlt inust be return«5 ( wUh a fauU description) to Compute Qaine 



;END Service Nottt. 
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O 



INSTALLATION SITES 

Compute Oams Version 2 systems were ii^alled, in the period February 1 990 to JuV 
I990.atth8ft)!l<w1iifl-1oe8«ons:- ^ 

FIvedock RSL Club, 
Richmond Ex-5erylcemens Club, 
Barham United Ex-Servlcemens Club, 
Ettalong Beach Memorial Club, 
LIdcombe Catholic Club, . 
MIngara Community Club, " 
Broken Hill Ex-Servlcemens Club, 
Rooty Hill R5L Club. 

F f gure 3. 2. 1 shews the general form of poker machine units el Version 2 Instellatidns. 

The variety of brands and models of polcer machines, and electrical configurations of their 
meters and meter wiring, extant at the above installations are covered In detail in the section 
iJtled:- "Poker Machines*. 



2g1 



A 




i 



Figure 3.2.1 

. Qenerel Form of Poker Machine Units 
at Version 2 installations. 
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POKER MACHINE METER INTERFACE 




The Compute Geme meler inlerface provides en electrically isoleled connection to the /* 
poker mechine meters, end e door switch circuU. for the purpose of raonitprlng end recording 
their movements, remotely, on the Compute 3ame system. 

METER INTERFACE MODULE - VERSION 2 

The Version 2 meter interfece consists of : - o.meter Interfece circuit board . . 
epproximetely 85mm. square, end essocjated connecting wiring looms, which ere mounted 
Inlernally in the poker machine. For the majority of poker mechins the meter interface board 
is pieced in the light box ( the upper sectiwi metal case) on the rear panel. However some of the 
r^er poker moihines, In partioutar the new Ainsworth one and two dollar rnachihes . by their 
ph/sical oonstructton preclude the former mounting position in these mechines the meter 
inlerfme boffiJ is placed, in the lower section of the mechine, on the rear panel behind the change 
hopper. For more information on meter interfece placement and wiring see section tiUsi Token . . 
liachines* subsection : specific to the poker mechine model in question. . 

F1gure..3.2.2 shows tte version 2 meter interface board as It is normal Vn)0 
end connected. The normal mounting method for the meter interface bwrds at the aforqmentionBd 
installations consists of two strips of double sided adhesive foam tape which fasten the brard to 
the rear panel of the poker machine. _ . * • . 

Figure. 3.2.3 shovirs the component overlay diagram for the version 2 meter 
interfece board ; note the placement end orlentetloh of connectors J I and J4. 




Figure 3.2.2 Version 2 meter interfece bwrd 

es it is normelly mounted and connected. 
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Bilk 



0 

« p 



^ttie ft 1 Heter fioertf 



-CBD- 




-03)- . 
*4S&— 



© 

. u 



L_- 
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J4 |,bidsl::;|g;lal'l I I I 

Figure 3.2«3 Componshl overlap diagrem for the 
version 2 meter interface bosriL 



. INPUT. 

Input to the meter interface board ( from the "poker machine loom" installHl by Compula . 
Game Lt± connecting to the pokK" machine meter circuitry) is via connector J4 -- there are 
two options for this connection : the original placement was for e 1 0 way (0.2 inch pitch) screw, 
terminal block (terminals-8,9,end \ 0 of which are currently used for the door switch 
connections) , the second option . which has become the defaclo standard for the poker machine 
meter connections, is a 1 0 way ( 0. 1 inch pilch) dual row header oonnector. 

.Figure 3.2.4 shtm the Wsion 2 meter Jnterface board input connector J4 r^^^^ 
machine meter function, to Pin Na (fesignation, and door switch connections , ffiti*mc(CK«sUjmpUtb 
Game standard wire colours for the meter functions* 

Some poker machines, in particular some Miirosier 1 's and all Microstar 2*s, have their 
Jackpot and Stroke meters interchangrt : requiring modification of the meter Interface circuit 
* board See this section: -Service Notes" - "Meier Interfeoe.Jackpot/Stroke Modification". 

Specifications of the various poker machine looms used, el Version 2. instellations, ere 
(tetalied in the section titled "Poker Machines" subsection:- nYirino Looms - Versiwi 2". . 

OUTPUT • 

The oulputs from , and power connections to , the Version 2 meter interface boards are made 
via connector J T:- a 1 6 way { 0. 1 inch pitch) dual row header connector. The outputs are 
configured as TTL level ( 5 volt) active low signals. 

Figure 3.2.5 shows the circuit allocations for the meter interface output connector J1 . 
T he meter interface board output is connected to its associated Compute Game poker 
machine unU by a 4 6 way dual row IDC. connector and ribbon cable (celled the "interface loom") 
passing out of the poker machine through a one Inch hole In the rear panel metalwork in close 
proximity to the meter interface board placemenl. 
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. Meter Interface Module • Version 2 . :. Continued : 
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Figure 3.2.4 



Version 2 meter interface board Input connector J4 
meter function to Pin Na designation, ; 
incl. door switch connections. 
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Figure 3.2.5 



Meter Interface board output connector J I 
Circuit ellocatlons. 
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COMPUTA GAME POKER MACHINE UNIT 

Tte CompulB Game poker machine unll consists of 6 microprocessor controlled module, 
mounlBd In a tell form plastic enclosure, wllh front panel factlities of : e 16..charKter x 2 line 
backitt alphanumeric disple/, backlit message ennunciator , 3 push- button service switches ' 
with status Indicators , and an insertion style magnetic stripe card reader. 

The Domputa Oame poker machine unit functions es an Independently addressable 
peripherel on the Ooanputa Game network to which It Is connected by an RS485 multidrop serlel 
link . Communicating in a polled mode with the Apple (lOS network host computer the poker 
machine unit accepts downloaded pv^eterslhal (feiterm ine Its mode of operation and Its 
responses, (vie Its disple/. audio transducer etc. , or network upload), to stimuli such es the 
insertion /extraction of a card, use of the service switches on its f^ia» or most importantly: any 
electrical activity of the Meter Interfece Module to which it is connected. 

COMPUTA GAME POKER MACHINE UNIT - Version 2 

The Compute Cane poker machine unit - Version 2 : will sometimes be heard C8lVed,.or 
referred to as^ a "Gofnpula Game processor" or by its inception name "Kayscan 2". ' 

. In tte following text the above unit will be referred to es the "CGP M- V2 \ 



C6PM-V2^ 
. Distinguishing . 
Features 

Whilst CGPM-Y2 installations 
use the sametaU form rotational )y 
moulded plastic enclosures as version I , 
the CGPM-VZ is easily distinguishable In 
thai:- . ' . 

(a) externally : the front panel 
is vertically striped in rainbow colours 
borrtpxedb^/ silver and black, the card 
reader entry slot is almost flush with the 
front panel . and there is a keylock on the 
' front of the plastic enclosure jiist below 
the front panel. 

.(b) inli2rnelly: all circuit 
• boards , card reader module, etc. are 
. suspended from the front panel with no 
other enclosing metal work. 

Figure 3.2.6 shows the 
CePM-V2 front panel line art 

Figure 3.2.7. shows a rear 
view of the GGPM-y2 chassis complete : 
depicting the positions of various 
important components such es the 
program memory (EPROM) sxket. 
addre^ DIP switches,, reset switch, 
power /comms connector, meter interface 
connector,. etc. . 




Figure 3.2.6 cgpm-v2 

Front Panel Line Art. 
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Figure 3.2.7 RearView of lhe.C8PM-Y2 Chassis complete. 



... 

CGPtt-V2 Connections 

All external connections to the C6PM-Y2 ere made via the two connectors J l and J6 ■ f 
which are mounted on the wiring side of the processor board : See Fi^ 

. The meter interface connections are made via connector J I which is e V6 way t 0. 1 ^ 
inch pitch) unshrouded dual row header, 

• Figure 3.2.8 showsconnector J 1 pin assignments and orientation on the CGPM-\r2 
processor board. 

Continued over ... " ['} 
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POker Machine Unit : CGPM-V2 Connections - Continued: 



The power supply.and network communications connartions are made via connector J6 
which is e 6 W8/ screw terminal blrck. 

Figure 3.2.9 Shows the C8PM-Y2 power /comms connector J6 : 

. . larminal Bssignmenls, orientation, end 'controV cable configuration. 

There ere two other connectors on the wiring side pf the CGPM-Y2 processor btard • 

Figure 3.2. 1 0 shows the.pin assignments f(r the card reader cdnnBctor;J2.* 
Figure 3.2, 1 1 shows the pin ^Ignments for the front panel switch strep 
connector d3. 



o 



Q 



C6Pn-V2 
Processor Board 
> (Cenhectori)etaO Only) 



0^ 



Board Cd^-vw 
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Names 
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— 00 

— 01 
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— /»D 
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— DS — 
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— 07 — 
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— 00 — 
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.Figure 3.2.8 



03PM-V2 processor board 
Meter Interface connector - J I 




mar 



"to* 
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C6PM-V2 
Processor Board 
(CMKtterOetanOnly) 



Figure 3.2.9 C0PM-V2 processor board: 

Power /Comms connector - J6 . 
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Poker Machine Unit : CGPM-V2 Connections - Continued: 
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Fl gure 3,2. 1 0 CGPM-YZ processor board 
Card Reader connector : t)2 



I 06 I 



C6PH-V2 
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(CaoMCterlMUaMyl 
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J3 

I Ltoc)9oU 
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«nd.(SKComnen) 



-SMM 



Fi gure 3.2.1 1 CQPM-Y2 processor board 

• Front Panel Switch Strap connector : J3 



CePM-V2 Connecting Cables •• • 

the two cables thai provide the exlerral connections to a C6PM-Y2 unit are the • . 

'Interface cable" , and the 'control cable"., . . 

• The. interfcce cable (CompulaOame part No, IF01) connects the poker machine meter 

interface module to the cePrirV2 and consists of a 3 metre length ( approx.) of 1 6 iway ribbon 
cable with a. 1 6 wa/ dual row IDC. , transition sddcel at each end. This cable mates with the 
unshrouded connector J 1 on the processor board as stated previously, however it must be notal 
that this connector is not self polarlslnB so particular attention must be paid to the orientation of 
the "interface crtile" sodcet when this nmnection Is made- Orientation Is dBtermined by the 
position of pin 1 on both parts. Pin 1 on the interface cable socket Is merlced by a lriangu ar 
pointer ( on the seme side as the polarising lug) and should agree with Us ribbon cable which has 
wire 1 merited with a red stripe. See Fig. 3.28 for the orientation of connector 01 , 
The control cable connects the 06Pn-Y2 unit to power supply end networlc 
communications via the terminal bta* connector OiS. Control cablesare run in a 'star* 
configuration to each individual CGPM-Y2 unit from (eight unit capacity) power supply 
modules. The control cable is a five core grey PYC sheathed C8t)le with two of the rores prwent as 
e shielded pair. The corecolours are : red. orange, and black for the power circuits, with blad: 
and white for the shielded pair which are used for Ihe communicatlons networli. 

conld.ovei'... 



s;prTioM T 0 
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poker Machine Unit : CGPli- V2 Connecting Cables - Continued : 

■ Please Note : WWlsl the usual coloursfor Computa Game network circuits ere 
blue and while, the cable suppl led by the manufacturer for these installations substituted the 
colour black for blue, so care must be taken, when working with these cmlrol cable qonnecllons, 
not to confuse the black power ground core with.the shielcted blak core which is the network 
Date Positive circuit: See Fig. 3.2.9 for control cable termination details. 



G6Pri-V2 Processor Circuit Board 



O 



Figure 3. 2. 1 2 shows Ihe OGPM^-YZ processor circuit board component placement 
overlB/. Note that this Is a •oomponoht side* view whereas when the btard te mounted on a front 
panel what Is seen is the 'wiring side; ( ie. everything is 'mirror' reversed). 

Note the positions end orientation of components such as the reset switch ( SW 1) ' the 
address DIP svyltch8s(-SW2). theproaram memory EPROM (U12), the interface connector * . 
(Jl), and the power/oomms connector (J6). 
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Figure 3.2.12 CePM-Y2 Processor Board 
Component Placement Overlay. 



Page 3.2. 10 



SECTION 3.2 



I iAii-iKv/miy\! tr riv. Ltu. . . .^^^"1 "1* nniMffiL 



POKER MACHINE UNITS VERSjQN 2_ 

PokerMachlneUnIt : - Continued: . 
CGPM-V2 Address DIP Switches 

The .C6PM-Y2 address DIP switches determine the unique network address of the unit and ere 
Ml according to the desired address. . ' ■ ...^e w - • 

For settings : see section "Poker machine Units" - "Address WP Switches . 

Illegal Sellings: The iise of either of the illegal DIP switch settings onC6Prt-Y2 units 
inllietes'SelfTest Male": See Service Motes- this swStltm( following). 



POWER SUPPLIES 

CGPM-V2 POWER SUPPLY MODULES ... - 

(^y . C9PI1-V2 units are powered tiy 10 Volts DC. derived-from "version 2" power supply 

"""^"'fach version 2 power suppV module can suppV 8 maximum of eight C0PM-Y2 unite 
are indivfdually wired In a "star" configuration to the supply using "ojntror cable (s« 
¥2 Connecting Cables"). The "control" crt»1es also carry the nMwork communications circuits 
Which are distrlbuled via the power supply module terminations. 

Version 2 power supply modules physically consist of an aluminium box approximately 

1 80mm. high. 1 60mm. wide and 1 20 mm. deep, containing a transformer , power capacitor, and 
-dislribution board" ( printed clpcuit ijow^). Mounted on.i«e of the large faces of the box Is ^ 

I power switch (push on push off) and indicator light, a mains fuseholder (3AG I Amp fuse), and the 

. 240 Y. mains cord entry. The "control" cables to C6PM-Y2 units are distributed via a slot in the 

face opposite the power switch. 

"Distribution" boards for vs^ion 2 power supplies were manufactured In two versions : 

dubbed "Mk. I " and "Mk.2*. The difference between.them is Ihenuniber old value of the fuses 
fitted Mk. 1 boards have sixteen n205 250mA. fuses whereas rtk,2 boards have eight «205 

.1 Amp. fuses. 

On the distribution board: eight five way screw terminal blocks are provided for "control" 
cBDle termination (note rik.1 and rik.2."control"Nvirt! io.iSi iititiBl u«iri«urol|uiii;yw yj. olorig 
with two two way screw terminal blodcs for the netYwrk wiring Inpul/Output 

Figure 3.2: 1 3 shows a version 2 Mk.2 power supply distribution board • 

" jncludingtermlnationconflgurallonsfor"contror(Mk.l &Mk.2) . 
and network cdjtes. 

P lacement : The power supply modules in C8PM-Y2 Installations will usually be found 
mounted In the cash box area of the poker machine furniture relative to the "bank" or group of 
C6PM-y2 units being supplied. In the case of poker machines arranged in "carousel" format the 
power supply modules are sometimes mounted in the centre of the carousel. 

In most cases there ts a club installation diagram available for the installation in question 
which details the exact placement of power suppty modules and the Compute Bame poker madilne 

units they are relative to. 
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CCPM-V2 Power Supply Modules - Cont'd.. 




I IN . I Pow«r Supply nodule 
Diilributioir Board 
.COTtro! Cable TBrmtnaUon 



♦10 V. 

NC 
Ground 
DATA Pita 
DATA 



0 
0» 



K^- O C6Ph.y2 

^ =^ I I K . <^ Power Supply Module 

^oremw OlstrlbuUon Board 

Control Cable TermlhaUon 




tontroT 
Cable 



To any of the power, cwmeclors 



I W'-.'^.X^-*^- ^^^^ . ' 1 




Figure 3.2.13 Power Supply Module Distribution Board Yer.2 Hk.? 

Showing Dale and 'Control' cable termination configuratloa 
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POKER MACHINE UNITS 



VERSION 2 



SERVICE NOTES 

METER INTERFACE : Jackpot / Stroke Modification 



3 



CO 



Some poker mechirres, in particular spe tticroslar 1 's end all Microstar 2's, have 
their JaScpot aruJ Stroke meters Interchanged : requiring modtf icetion of the version 2 meter 
interface circuU board 

F igure 3.2.14 shows the standard formation of the meters in a "Microstar 1 " • 
poller mechine. 

With referrence to Fia 3.2. 1 4 : if the Jackpot end Stroke meters ere interposed then the 
meter interface board Id be fitted to this machine requires modification, ^ doe^ any meter 
inla^face board fitted to 8 Tlicrostar 2 • poker machine. This modification is usually performed 
at Instanalion of the Compula Game system , thereafter only being necessary in the event of a 
meter interface board replecement ... 

The modification consists of cutting two tracks and instalting two bricking links on the 
wiring side of the meter Interface circuit board. 

Figure 3.2. 1 5 shows adetail of the meter interface board wiring side 

modiflcations necessary for interposed Jackpot/Stroke, meters. 



I xxxxxxx i 
Turnover 



I xxxxxxn 
Canc.CredIt 



I xxxxxxx I 
Credit Wins 



I xxxxxxn 
Jackpot 



I xxxxxxxl 
Cashbox 



I xxxxxxx"! 
Stroke • 



^ Pcsslb)8 Inlerposd — ' 

Fi gure 3,2. 1 A standard Meter Configuration : 
"Microstar r Poker- Machine. 



To Modify : Culcircuittracks*A* (2 places). 

Link circuitpads "a* (2 places) 




o e 0 0 e o o o 0 0 



Figure 3.2. 1 5 Meter interface Board : WIringSide 
Modification Detail for Interposed 
: Jackpol/Stroke Meters. (Microstar) 
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- SERVICE NOTES - Cont'd. ... 

CePM-V2 DIP SWITCHES 

On the processor board of Ihe C9PM-Y2 module there is a DIP switch pxkage containing 
8 switches: Figure 3.27 shows the position of the DIP switch package, refer also to 
Fig. 3.1.12 - component 'SWr. ' - 

The settir^ of these DIP switches determines the network address of the Individual - 
0K>M-y2 module. The network address for each Individual module roust be unique : in that 
should Iv/o modules share the same address, during communications,. network contentions will 
o^lse - with serious consequences for network integrity. 

The switches are set using a binary code ( numbBr)^ which equates to the decimal value of . * . • 
the network adcTcss required, in the range 1 to 254. For address settings of DIP switches : 
see section rpoker Machine linlts - Address DIP Switches*. 

\ Alternately the 8 bit binary equivalent of the cfecimal address (modulo 256) can be 

calculBtfid end the switches set : where Sw. I « LSB. and Sw.8 « MSB. and switch closed « "0" • 
the switch values.for this method are:- *, 

5w i « 1 Sw5 = 16 . 

Sw 2 2 Sw 6 = 32 ' 

■Sw3 = 4 Sw7 = 64 • 

Sw4. « 8 Sw8 » .128 

The method of decimal to binary conversion . using the above switch values and for 
decimal numbers between 1 and 254 , consists of :- 

. (e) subtract the switch value ( starting with Vht highest switch : Sw.8= 1 28) 
from the decimal number. 

( l>) if the result is positive then set the switch (Sw.8) ope^^ 

- ' • (c)ff L'zs.rcsunisncgstivethen closed (binary'O*) . • • :-r^-..v- - 

and consider the number In hand prior to the subtraction as the resu^ .. 

( d) Now using the result of ( b) or (c) and the next sequential switch and value 
(eg.Sw.7=64) IqoptoCa); oontlnueuntllallswJlchssareseL . 

For larg? networks, where the decimal address number is greater than 254, the above 
method reqires the conversion of the original number to "mqdulo^Se*. The "modulo 256 " ofe 
number is the remainder after that number has been divided by 256 , regardless of the 
dividend For example the "modulo 256" of the number 276 is 20. ' 

I hval id Addresses : Please note : cfecimal address numbers 0 and 255 (end any 
. -modulo 256: equivalent) are invalid adUresses. 

P lease Note : If the address DIP swjtch settings on a CQPM-Y2 unit are changed : the 
unit must be reset, so that the new address is recognised by the unit, then recommlssioned - 
see service note : "Reset end RAM Reset procedure". 
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POKER MACHINE UNITS 



VERSION 2 



SERVICE NOTES - Cont'd. 



C6PM-V2 -SELF TEST- MODE 



On CGPI1-Y2 units the option of 'Self TkI" is available which provides the facility to 
lest the Random Access Memory ( RAM) and the prooram memory ( EPROM) for any faults. 

Self Test mode can be performed on ctevtces on a 'running' network without interfering 
with the normel opff*at1on of the network. 

Method 



1, 



Z 
3.. 
4. 

5. 

6. 



Using a "maintenance class" card (see service note "Maintenance Card Use*) : 
cte:k and note the *l nterface** setting^ mSec) and Jackpot parameter ( nil , x I , x 1 0) 
as thea will need to be re-entK-red later. ' 
Remove the CGPM-'Y2 unit from lis. plastic case. 
Note the current address DIP switch settings; . 

Set the address DIP filches to oneirf the "illegal " slates ie. either all switches 'on* 

or all switches W. At this point the dislay window win be blank. 

Whilst holding down the "Service" button ( front panel) : press the "Reset" button on 

the processor circuit board , for reset button position see Fig; 3:24? , 

The Self Test results wf 11 now be presented on the displa/ in the following format * 




Currently Installed 
EPROM Version Number 
( example only shown) 



RAM. Test Result 
EPROM Test Result 



The EPROM and RAM results wilt be either "OK" or "FAIL", 
(a) If the EPROM result is "FAIL" then.replKelhe EPROM : . 

- see service note : "How to Change an EPROM" . 
< b) If the RAM result is "FAIL" then replace th8C8PH-V2 unit end return the faulty 

unit (with a fault cfescriptibn) to Computa Game L\d. fVsearVice. " " ' 
( c) If both results are "OK" then proceel 



8. Set the address DIP switches to the correct address: 

* using the previously noted sellings but chedc to ensure lhat they are correct 

9. Press the "Reset" button : to force the processor to read the hew DIP switch setting.. 
The display should now be showing "Computa Game Inactive". 

10. Proc^d with recommtssioning procedure as delailed in service noles: . 
"How to Change an EPROM" - point 7 onwards - (page 3.2,2 1 ), 



POKER MACHINE UNITS 



SERVICE NOTES - Cont'd. 



. MAINTENANCE / SUPERVISOR CAROUSE 

Computa Game poker.machlne units allow, through the use of a specially encoded card 
roelBT readings held in battery badced memory to be read and If necessary altered, and Interface 
^tahing delays ( relevant to the reliability of meter readings) to be set Also, later versions of 
CQf>M firmware allow maniputetiorS of e Jadcpot paraineler for promotional use and for 

fSSElST ^'^ '^'"'^ ^ ^'^^ ^ ^'""''^ it^ifM paging buttons 

.K-< specially encoded "maintenance class" cards ore produced in two types, eccordino 
to their issue and use, being called a 'maintenance" or "supervisor" card. The baste di^m« 
between1i«twotypesofcardbeingthal:a-supervJsor-^.BBnera^^^^ ' 
personnel is operable only on equipment installed at the venue for whicij It is issued and 

SI^'^Tk '".'"'."1'^ "^S^ ^ ^R"** ^« "6^^"^ to be -rumiino" to allow Its use 
.«^e^the malnUsnance-typBofcarafeoparablem 

O . ^^y^- ^« Vpe Of cardTS,Vheldr^^ 

For a full description of "maintenance class" card uage - 

See section "POKER MAffllNElWITS -MAINTENANCE CARD USE". 



RESET AND "RAM RESET" PROCEDURE 

It fe sometimes necessar/ during service procedures to "Reset" or TRAM Reset" Dolter 
machine units to force compliance with address DIP switch changes, or Cure errantTehaS?^ 
such as a Chinese" screen.display or continual beepina Prior t^RAM R^f I^^SX 
possible, to usee maintenance card to chadt and note the unlfs "Interface" settings (includino the 
Jackpot parameter) as these will need to be re-enterred later. V«nciuaing tne 

rtc S^^JSm^ form of reset te a processor reset only and does not affect meter values 

Darial "S^Jll'S"™ S'f"^ ^ Pressing the processor reset button whilst pressing the front' 

ri^ » ''"**°"'«"*'sgenera%usedinthBcaseoferrantb8hBvior.Thisformofresel 

S4^s"i therecordedmeter values are set to or"£lSSL 

selling is set to 6 mSec.. and the Jadcpot parameters are set to x I. • 

EPROM-^'^"nlS""f ^1^' recommissioned: as detailed in service notes - "How to change an 
fn^^, • T^*' ^"'^ use of a maintenance class card in both cases 

ZT^ ' ^'""^^ ^ ^"'^^ values il^nt^JfrS 

and the Jackpot parameters . held In the unit memory are set/restored to thalr corrK?vSuB 



3o3 
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POKER MACHINE UNITS . VERSIQM^ [ 

SERVICE NOTES - Conrd. ... | 

POWER SUPPLY MODULES - HkJ to lik,2 . Conversion [ 

At Compute Game version 2 Ir^tallatims: where pokw* machine ^^^^ ; 

modules of the Mk. 1 formal are encountered, current service procedure is to convert these uni ts i 

.to the Mt2 formal . [: 

Conversion of a Mk. 1 power supply module to the nk.2 format entails the removal of I 

eight of the M205 250mA. fuses on'the distribution circuit board,, the . replacement of the I 

• remaining eight 11205 250m^ fuses with' M205 1 Amp. fuses, and ihe reoonftouratlonof the p 

\ C8PN-Y2 control cable terminations at the distribution bow^ I 

" Tte fu^ to be removed ere every second fuse - starting frwn each edge of the j 

distribution bos^d to the centre of the fuse row, and the control cable reconfigurations are i 

evident from the diagrams of fig. 3.Z 13. ' f 

Mk. I power supply modules at some Installations also contained a 6 vqU^^ | 

(usually orange in colour, of dimensions 1 00mm. x60m»itx 25mm. epprox.)-Whid;i,. under e . | 

I1k.2 conversion, Is redundant and should be removed | 

Figure .3.2. 1 3 shows a version 2 MK.2 power supply distribution board Including • | 

termination ct^ifiguralions for. "control" ( Mk. 1 &Mk.2) and n^^ . [i 
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SERVICE NOTES - Cont'd 

HOW TO CHANGE AN E.P.R.O.M. 

t«»nnJ!tlT^'F^^' ^8'"*'slry parlahce for - Erasable Prorammeble Read Only ' 
Memory and laketheform Of an Integrated circuit chip 

S?hp^pml^^K SJSi* "5 ?'';«»««l"ent unintentional erasure of the information stored 
• In-f^rr'V ^ ^"-^2 is a 27C2.56 : a 256 KBlt chip in« 28 Pin 

dual m line package, and provides the primary program memory for the microprocasor la 
deteriTiines the basic mode(s) of operation of theCGPM-Y2 unit TheDrogram stored in EPROM 

S?!'al"nm?a|!?^^^^^ 

^ar.tiJ!!!!^^%^^^»^^^'^"^ features ere upgraded. partlcularVwlUi regard to the " 
operation orihe C(3PM units, these changes era usually in the form of ravislons to tSstan 

softwareendfirmwere: whichentailsachangaqfEPROM for IheCGPM unitslnquStal^ 

. rn«sllcnLra&™"'"'''^"-''"^^^ 

nr«no4VA''*' '"T'^*'''^"^'^^^"^'^*^^ 1 00mm. OA. length) flat Waded screwdriver 
long nose pliers with angled nose endfine point .. . • . "° 



•0- 



IMPORTANT-NOTICE : STATIC CONTROL 
«.H..h/-I^^°\'?''''^''T*'''°''^'''^^^^'''^''?^"5''^ '^»"c sensltfve components • 

personpnor to handling said components. • H«iyuui 

ofrnnc ^Hl^^^^w^fl!!!^! melhodforstBticdissipation Involvesthe usBof wf ist 

straps and ground, leads this proves to cumbersome for normal service procedure An ef f eitWa 
X maS, S .toOch some properly grounded melalwcfl;^"^ ^^VjfT'^ 

5^rl«S W mojor movement .(particularly .walking around or shuffling feet) and 
^ ^ Wi?8.'^-?^Mc^»!ye.compohen^^ : D^ted in UtefollowSjS^ 



^ Before proceeding it Is wise to use a -maintenance class" card to check and note the 
curr^t interface setting ( mSec.) as this may need to be re-enterredrt tSe Wl^ ilfe • " 

- n««»J^ fonowing procedure description presumes EPROM dianges are being performed 
on a imlted number of units. Where all unit EPROMs are being changed^w iSlaUon tte 

disconnection/recopnection procedures described should be treated according^ 
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POKER MACHINE UNITS 
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SERVICE NOTES : How to Change an EPROM. • Contl 
Procedure : 

In conjunction with the following : See Fig. 3.2.7 . 

1. Remove power to the CGPM-V2 unit 
Power to the CGPM-y2 unit can be removed 1 n either of two ways eccordiiig to circumstance 
(a) If only one unit is to be worked on el a time, or K player pressure.ls such that only one 

.unit can be out of serviced a time, then power may be removal at the C6PM- V2 uni t 
•Remove the CBPM-V2 from Its case and carefully remove the red wire ( in control cable) 
' froro thescrewterminal blockJS (terminal 2) on the processor boanlSaFi^^^ 
Oere must be taken to ensure thai this wire does not touch ground or any other circuity 
as it will be live and there is the risk of damage to circuitry and/or forfeit of the fuse in 
the power supply module ; it {^therefore a good idea to temporarily Insulate the bare end 
of the wire wHh a piK» of Insulating tape or other devfce. 
( 6) If It is more convertienl, power to the relevant bank or group of cePt1-Y2 units may be l 
swilched off at their power supply malule; however if this method is chosen. : all player I 
cards must be removed from the relevant (»PI1-Y2 units prior to powerd^ 
the loss of play session points, :. " ^ 

• Using the club installation diagram , locale the relevant power supply module and switch ft 
off using the{)ush switch on its fascia. Power supply modules ere usually located.in the 
cash box errea of the poker machine furniture, or in the centre of a carousel. 

2. Unplug the front panel switch;Strap (flexible 5 circuit strep with blue connector) so that. 

. clearaoc^ canbegalnaJ tothe.EPROT. p 

3. Remove the existing program EPROM (SS) lathe following manner :- 

■ o The program EPROM Is recognisable as the large (28 pin) socketed' chip, on the back of \ 

the processor circuit board justabove the card reader. See Fig.. 3.2.7. \ 

o The primary obj ecti ve In this operation is'to remove the EPROM without undue stress ; 
to the board or component and without bendiriglhe legs of the EPROM Itself. The CGPri-V2 

unit should be pieced or held in a steady position for. this operation : one method for right I 

hendersb to supporUhe unit,* processor board uppermost, steady l 

* ' egelhst the chesf or ^idm&:h. by holding thecardr^d^ * < t 

supporting metal work) arid using the left thumb to keep the front panel switch strap out . \ 
oftheway. I 
• To remwe the EPROH (SS): Two methods will be described:- ' . I 

(a)Screwdrlver method: WbrkingfromtheDIPswltchsideof theboard, slldelha - ' . I 
blade of a small flat biKled screwdriver ( or blade tool - described above) under the centre I 
of the lop ( imferilBd) edge of the EPROM chip : between the chip and the socket; aligning . . | 
thescrewdriver as closely as possible with the board and EPROM orienta^^ |j 
gentle rocking ( twisting) motion, • insert the screwdriver uncfer the EPROM chip as It fs t 
prised out of the socket, the rodcing motion of the tool is to ensure the pins on either side 
of the chip ere prised from the socket et the same rate. When the chip is elmost out of the 
socket : withdraw the screwdriver and apply a little gentle finger pressure to the lop 
( Indented) ec^ of the chip - this will cause the chip to see-saw in the socket releasing Its 
bottom ptns;- use the screwdriver again gently to free the chip In the socket - without 
causing It to fall out. Now by gripping the chip by the body en(fe only ( between Ihe thumb 
and forefinger) withdraw it from the socket and place it in conductive foam or an 
* antistatic storage tube. 

cont'd over... 
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SERVICE NOTES : How to Change an EPROM. - Cont'd. ... 
Points cont'd... 

( b)Pliers method : The use of o large pair of longnose pliers, with angled jews and fine 
point, is preferred by some servicepeople as 8 more efftclenl way of extracting the 
EPROM , Ihe angled Jaws allowlng grip and control outside the confines of the module. 
However care must be exercised using this method as the compressive pressure 

. and tcnsite str^appffed to the bod/ of the EPROM during the process must be 

minimised ; due to the risk of fracture of the bonding and hermetic swi of the EPROM bodv 
padcege. . ^ 

Theextractlon method Is similar to the screwdriver methol inthatoneUpof the jawsof ' 
the pliers is inserted uniter the centre t<«) edc^ of the EPROM body, between the bod/ and 
the socket, and a light leverage applied to raise the chip out of its socket until the plier 
jew can be slid In further and the process repeated until the chip bod/ is able to be 
gripped for threequarters of Its length by the pller jaws. Now the EPROM bod/ is 
gripped gently but firmly in tte plio" jaws and the pliers oBiit-ly twistedso that Uw 
EPROM is lifted (vertically) out of Us socket The EPROM is then stored In conductive 
foam or en antistatic tube package. 




1 f=^ 



'"'9"^^ 3-2. 16 EPROM Chip-. EndView - ShowingPins: QrreclForm andAlignmenL 



4. Insert the new program EPROM (SS).: 

• . • Withdraw the new EPROM from Its peokaging, handling it by the body ends only, end sight 
. . each of thetwo rows of pins from the end of the chip : each row of pins should be fully 
. aligned and square to the bod/ of the chip : 

...F.tg!frfl..^j?..l.(» show.stheonrrepi /orm'end alignroeni of device pins for b hand Inserled- 
chip (eg. EPROM). 

This Is necessary as the chip Is to. be hand inserted and.must align precisely with the 
socket.; If any individual pin is bent out of alignment use a small pair of pliers to 
straighten and align It with the others. Commonly both rows of pins vrt not square to 
tte body of the chip . as this Is the W8/ they are supplied from the manufacturer :- 
. to modify: bend the pins in so that the/ are square: hold the chip with both hands using 
a thumb end forefinger grip, at each end of Ub chip bod/, ploe the face of one row of 

pins flat against a net hard surface ( the chip bod/ will now be resting slightly off the 
vertical from this surtece). Now gripping the chip firmly. witiJ a firm but gentle 
. . pressure against the surface/pln'faces i roll the chip body Into a vertlcal poslticm. Now ' 
sight the row of pins for square end repeet the process If necessary. Take care not to 
overbend the row of pins as the above process Is easy to repeat but an retrieving an 
overbent row ts difficult Repeat the process for the other row. 
The object of this procKS is to modify the existing bend In the pins (close to the chip 
• bod/) leaving the pin feces flat, -If the pin faces are bowaJ to produce the result: 
chip/socket alignment will not be true, the plns.wlll be weakened, end bent pins during 
insertion will result « big trouble. 

confd, over ... 
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POKER MACHINE UNITS VERSiqjjT g^ 

SERVICE NOTES : How to Change an EPROM - Cont'd... . 3^2> 

Point 4 cont'i ... 

0 Note the indent or notch, central on one end of the bod/, of the EPR0t1:f^^^ 

position of pin I on the device end therefore determ ines the orientation of the device when 
ttisjnsertHJinitsax*BL 

The correct orientation for the EPROM in the cePM-V2 is : notch to the top (eway 
from the card readBT), See Fig. 3.1. 12 .(EPR0M chip posilionisUI2), 
• To insert the EPROM : hand! ing the EPROM the ends only, place it onto the socket and 
visually check that all the pins ( on both sides of the tfevice) ere In alignment with the . 
socket(s), if not • withdraw the device and correct any mlsaliipmoit 
If elHhe pins are elignedthsn using even finger pressure central Von tte . 
device press it into the socket, for a good Insertion an initial resistance will be felt 
followed by an even drag then a firm bottoming 

Now visually check all pins of the device to ensure that none are bent out of .the socket or . 
under the chip : if any pins are bent the chip must be removed end the pin( s) straightened 
before reinsertion. Warning : pins will break off if bent ectremely or more than two or . 
three tlmes.'rentterlng the device useless. ' 

5. Reconnect the'front panel switch strap : ensure that it is not misaligned. 

6. Reconnect the 06PM-V2 unit to.power using a reversal the procedure adopted in point 1 . 

7. The C8PM-Y2.unitshouid now display "Compute Game Inactive" : 
-If it does then proceed to point 8. 
-Ifititesn-tthencheck.:- 

( a) The EPROM is correctly oriented andsxketed ie. no pins bent or hanging out, or under. 

If the EPROM has Ijeeh incorrectly inserted, either 6y orientation or misalignment, there 
is 8 ver^ high likelihood ft vnll have been deslrov^^nd should be replacw^ 

( b) The EPROM is the correct "category" for poker mschlne units : the version number of the 
EPROM , written on itis label , should be composed of the letters TM" followed by two 

. numerals. Any other category of EPROM , for example those programmed for a Compute 
Cash Oehtre ( label prefix "OC") or Compute Gold mach ir» ( label prefbc "C6") , will 
■ produciB no inteliigible resuU, or totally inappropriate riespidnvefs eiTn Uib ujaj oi'n Cbbli 
Register unit EPROM ( label prefix "CRp which will display "Discount Inactive" at this 
• • time. ; . . 

. ( c) .(^leck the power connections ( control cable) to connector J6 to ensure they are correctly 
configured and have not beoorne disconnected Joose or frayed t^ • 

( d) Check the unit has power : as an indication the display backlight should be working, if .in ^ . 
doubt use e multimeter to check that the ( control cable) red and (range wires read 
epproximately 1 0 volts DC. positive with r^pect to the black ground wire ( not the black 
shielded network comms wire). If there is no evidence of fxwer then the most likely 
cause is a blown fuse in the power supply module locate the power supply module and 
replace the relevant f use , if the power. supply module distribution board contains 1 6 
fuses it isaMk.1 unit (with 250mA. fuses) and should be converted to the Mk.2 - 
configuration ( 1 Amp. fuses - 8 of) - see service note : "Power Supply Modules - Mk. 1 to 
Mk.2 Connversion*. 

( e) Check the card reader and cable for faults. disconnect the card reader c?eiblc from the 

• processor board connector J2, then press the processor reset button and check the display . 
for any activity. A positive result will indicate a faulty card reader or cable : locale the 
faulty component by substitution and replace. When reconnecting ensure correct 
orienlBtion and alignment of Jhe the reader cable connector to the processor board . 
connector J2. 

cont'dover ..." 



t^UNLK riAUHlNI: UNITS 



VERSION 



; SERVICE NOTES : How to Change an EPROM - Cont'd. ... ^J]^^ 
Point 7 cont'd. .... 

{ f) Chsck the meter interface subs/slem for faults diaannecl the meter interface cable 
from, the processor bwrd connortor J t , then press the processor reset butttm and check 
the displa/ for any activity. A positive resulLwin Indicate a faulty meter interface board 
or coble : locate the faulty component by substitution and replaoa When reconnecting 
ensure correct orientation and alignment of the tte tnterface cable connector to tlie 
processor board connector J 1. 

{ g) t»)eck the address Dl P switches to ensure they arc not set to 

either all switches •on* or ell switches 'off as this will initiate "self test mode*- ' * ' 
s® previous service note : 'CBPM-V2 Self Test Mode" : point O onwards. 

( h) If at this point the unit still isn't WDrking, and particularly if the display is showing a 
series of blocks im the first line : Uiere is a distinct possibility Uiat the EPR^ 
defective : replace the EPROM with a fresh unit using the complete preceding procedure 
With perticularattcnUon to -Static Contror- see notice at the beginning of this 
>• . procedura . 

\ J Now if you have proceeded this far without res^^ 

face Mecca egaih , but that aside - the presumption te that the unit was working before the 
EPROM change so something occurred, during procedure, resulting in the present 
inactivity. If the cause cannot be isolated then the complete CSPM-V2 unit wIlV 
replaced and the faulty unit returned to Compute Game Ltd. (with chfault description) for 
service. 

8. Rune Test Poir on the network: . . ; * 

Running a Test Poll Is the only effective way to determine the particular'state of aclivily of 
any CGPil unit on the network. The information is provided relative to the network address of 
the unit in question and far this procedure six results are possible : • 

(.8) ^No Par am eters* is U^e desiried result - proceed to. point 9^ 

( b) 1 nval id Meters" means the recordedTOBlBT values h^^^^ 

. corrupted, possibly from before the EPROM change, this is OK at present • 
. - prop^topointS. 

(c) "Memory Erased" means that at some point proceeding this a "RAM . ' . 
pBl^iamwjttnUBirmenibryvalu^ : - 
-proceed to point 9. 

However if there is a certainty that a "RAM Reset" was not performed at any point 
preceeding this then there is a possibfltty that the memory backup battery is faulty; This * . 
can be checked by : using a maintenance'class card - enter a setdf meter velues. remove 
power from the unit and wait 5 minutes or so. reconnect power to the unit - at which 
•point TJomputa Game Inactive" should be dls^^^ 

the previous Venterred' values. If the enterred values have changed then the to^^^ 
suspect end the unit should be returned ( with a fault descr iptlon) .to CompuU flame Ltd. 
for service. 

' ( d) "Error • means the unit is responding to the poll but Its response is unintelligible ; This 
. /"^V^n^J^cetead*^ contention (two units responding to the 
the unit's address DIP switches to ensure they are correctly set for its unique address, 
olso check the DIP switches on any other unit that has been worked on and is showing an 
Error" or •Not Answering" result In the same Poll Please Note : if any DIP switch 
settings are altered the unit must.be reset, by pressing the Reset button on the processor 
board, before It will comply with the new setting. 

- For switch settings: see section - "Poker Machine Units -Addrere DIP Switches". 

^ * cont'd, over .M 
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POKER MACHINE UNITS 



VERSION - 9 



SERVICE NOTES : How to Change an EPROM - Confd. ... CS^^iO 

Point 8 (d) contU ,.. 

^ If the ebo\re checks show no faults then .- perform a "RAM Reset" on the unit by pressing 
the processor reset button and the front pehel "Service" button ccmcurrently . then r un 
ffmther Test Poll. If the test poll result Is still "Error", {particular to that unit - see 
below) then replace the \jnU and return It to Oomputa Game Ltd. (with a fiault description) 
forservlca 

If there is e profusion of "Error "s on one Test Poll, or ramtom intermittent "Error "s on a . 
numberof successive TestPolISp thenthemosll1lcelyceuseis8short(orpartialshort: . 
one side to ground) in the networic wiring and this must be traced by deductiveTemov^ 
network branches/units until the wiring fault is founilendrepaired ■ 

( e) "Not Answer ing" means there was no response from the unit when Jt was polled, so : ' 

I Check the unit's network connecticns ( control cable and processor board connector. [ 
J6) to ensure they have nofb«x)me disconnected, loose, or frayed through^ . [ 

II. Check the unit's ^&ss DIP switches to ensure the/ are correjtly set - sse point 6- * { 
{a)8boVe. PleaseKote: IfenyDIPswItchsettingsBPeaHefrtlheunUmuslbereset, \ 
by pressing the Reset button on the processor board, 1)efdre it will compV wi 
new setting. ''I 

ill If the above checks show no faults, then : perform a "RAM Reset" on tte unit by 

pressing the processor reset button and the front panel "Service" button concurrently. 

iv. Run another Test Poll and revert to beginning of point 8,. if however this loop has been - 

run a number .'of times already with no success then replace the fa^^ 
- It toComputa Game Ltl (with a fault description) for se^^ • {i 

( f) "Wrong Category" means that the unit at that address is not responding according to the 
category allocated for that address. There are several possible reasons for this occurence :. 
I. The v/rong category of EPROM has be«i fitted to the (tevice In Question at present 

this will only occur with Cesh Register units vs.: Poker Machine units (or Compute . I 
Qosh Centres vs; Oomputa Sold machines) as they are of the same physical family , any ' 
other category of EPROM in a Poker Machine unit will not even achieve the "Computa - 

Oame Inactive" screen display. . 'I 

il. The address DIP switch settings on the device in question may have besn Altered; ; l 
** eccldentelly or 'dlherwisc, to a network address for whlcRlhe caTegof^ assignfhe^ in' \ 

" the Oomputa Oame program - on the Apple 1 1 OS host computer) differs from the • ^ 

category ofthedsvice. If the switch setting alteration was acclctenlal it is more likely- I 

that network contention will occur - see point 8 (d) and (e) 11. above. - I 

-ill. The wrong category has been assigned to the address tn questim^ 

assignKJ in the Compute Oame pro^m on the Apple DOS: . |j 
at Menu : H. Configure Scoiner Stations : Instal/View Scanner Set-up. 

9. Turn off (NB:« hraTdsselecl); the network printer, then 
* Stert the network. 

Run the network for 5 to 1 0 minutes, then 
Sbp the network; 

MB: * Whenever the network is started the printer will print out a "scanner fault 

report" , this is not rojulred during this service procedure so lo save paper etc. the 1 

printer is turned off. If the printer is not turned off but "deselected" then the network 

start (or restart) will "hang" until the printer is "selected" again or turned off: f. 



cont'd, over 
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POKER HACHINE UNITS ' VERS IOn"? ^ 1 

■ ~ f 

SERVICE NOTES : How to Change an EPROM - Cont'd ... 3ll^ 

1 0. Run 8 Test Poll : At this stage the possible responses from the C6Pn-V2 units in question f 
will be :- • ■ f; 

( a) ."Re8dy" is the desired response : proceed to point 11. 

( b) nnvBlW Meters* at this stage, is the logical progression from the prior responses per 
point 8.(b) or (c):prdceedlD point II. »- k h 

(c) Any other rewlt then: . . 
1. If this is theflrst time this point has been reached :- revert to point 9. 
ii. lflhtsisthesecondtimethlspointhasbeenr«ached:-revBrttopoint8. 

• lil- If this Is the third lime this point has.been readied:- then replace the 

unit and return It to Computa Oame Ltd. (with a fault description} for service. 

1 1 . Use a maintenance class card to check or re-enter the reiarded meter values in the 0SPM-V2 
unit memory. . 

As a mattfir of procedure the rwded meter values must be checked on any unit that h^ 

been serviced. With units that have shown a previous result of "Invalid Meters* the re- 
entry of meter readings Is mandatory. 

o 'Supervisor* type car(g require a Vunnlng'netvw^ 

See section "Poker Madiine Units -Maintenance Card Use". . • 

• 1 2. Start the network, and cwiBraliilalions. 
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POKER MACHINE UNITS 



ADDRESS DIP SWITCHES 



Decimal Address 



NNN 



ON 

OFFi 



001 - 

002 = 

003 = 

004 = 

005 «= 

006 ■= 

007 = 

008 = 

009 = 

010 - 

01 1 = 

012 = 
013 
014 
015 
016 
017 
016 
019 
020 
021 
022 
023 
024 



11345 6 t fl 



A?A????? 



?AA?????r 



■{ISA silt 



i g S< 56 76 ' 

???A??y?t 



t 934 5676 



SA?A???? 



AA?A???? 



U34?:^7.r 



99AA???? 



= "|A?AA???? 



I ^S4S676 



« a?AAA???? 



• I t ^4 S 6 7 6 



I ? » < a 6 T » 



t a 34 5 e 7 p 



< 3 34 9676 



I 334 5 6 7 6 ' 



025 « Z imii999 



026 = 

027 « 

02e- 

029 = 

030 ^ 

031 = 
. 03i2 = 

033 - 

034 = 

035 = 

036 = 

037 - 

038 = 

039 » 

040 = 

041 - 

042 - 
,043 = 

044 « 

045 « 

046 - 

047 - 

048 ' 



Li 3 4 5 6 7 0 



IXLSJLtUL 



1 IT<?t7B 



'I Z 3 4 5 6 7 B 



- jLZJLULLLfi. 



t t34 S 6 7 e 



I g3< S67e 



?????A?? 



A????A??i 



«rr 



I g34'56 7 a 



1 :!H iltTr 



1 2 34 8 67 0 



I 334 56 7 6 



I £>4 stra 



WAA9A9? 



r. lA&AA9A99l 

1 834 S67 6 

:;;|999.9AA99 



-Switch (Bit) Number | 
- Bit Swttch Shown As \ 
ON or aOSEO 



049 
050 
051 
052 
053 
054 
055 
036 
057 
058 
059 
060 
061 
062^ 
063 
064 
055 
066 
067 



M 

wr 



A99^AA99 



9A9?AA99) 



a 

m 

01 

on 



aa?paa?? 



??A?AA?y 



13 3 4 s & 7 II 

aA9A?AA99 



OTT 



?AA?6A?? 



", |AAA?AA??I 

= ::; i???f,AA??i 



1 4 5 6 7 B 



A996AA99I 



1 PR? 



::; iAAyf.AA99 



1 3 ?4 S6 7 6 



99Af.AA99 



1 2?« fftT? ■ 

A9AhAA?9i 



Off 



?AAflli,&?? 



f 3 14 56 7 8 

AfcAi^??i 



017 



??????A? 



1 >5< 567 6 



A9P999A9 



= :gA997969] 



t 3 34 56 7 B 



1 t?< >07? 



068 - w W99A9 



069 = ::; iA9A9?9A9| 



1 ? 34 56 7 6 



070 «^?AA?99A9 



071 = S^AAA999A9| 



072 



999A9949 



POKER HACHINE UNITS ADDRESS DIP SWITCHE^ 



pKimal Address 



NNN 



ON 
OFF! 



t 2 5'^ 5 A T 0 



073 = : 

.074 » 3 
075 



J_iil2iLS_. 

076 » n^ imtm^i 



077 = 



I aid i A T a 



078 = ^ mAAWA?! 



O 



079 » ilJWAAm?] 



080 = "Jm9mf 



081 
082 



ATOi?A? 



083 °:|AAT?AW 



084 = :?9A?AVAP 



085 = : |A?AyA?A?| 



086 

087 - : 
088-: 



9AATAM 



4 2 8 4 8 A? A 



' ?34 SATp 



089 = ^ 



090 = z umw 



.091 =:rAA?AA?A? 



1 g 34 ^ ff T 

092 = :i?9AAA9A? 



093 « : A9A&A9A9 



094- 



orr 



VAAAAVAT 



095 
096 



AAAAA9A9 



99999AA9 



Page 3.6.2 



097 
098 



A9999AA91 



125 4 5 A 7 B 



_,i:?oy7,f. 
099 = ;; ;iAA999AA9 



100?: 

101 " : iA9A99AA9| 

102 = :t9AA99AA9 



1 03 » aAAA99AA9i 



I »»48<tT« 



104 « : |999A9AA9| 



105°:A99A9AA91 



I 2 '3 4 a 6 y 0 



loe-: 

1.07 = : |AA9A9AA9| 
108 - : i99AA9AA9i 

I 2 3 4 5 6 7 6 



: 1 09 = ^ |A?«!.mA?| 



1 2 34 S 67 g 



* I I 



i ^ ^ ^ a D |r p 

112 = : |9999AAA9 



113 = : |A999AAA9 



IM 



" f '2 3 4 3 6 7 8 



234 B6 7g 



I 15 = : |AA99AAA9 
116? 



99A9AAA9 



117 = :|A9A9AAA9| 



118 = : 

119 = : 



9AA9AAA9 



' a X S 6 7 » 



120 = : i999AAAA9i 



SSCTION-5.6- 



-Switch (Bit) Number 
- Bit Switch Shown As 
ON or CLOSED 



121 = : |A9yAAAA9l 



122=: 

123 = 
124-, 



9A9AAAA9 



AA9AAAA9 



\ 234 SAT A 



125 = :|A9AAAAA9 



126 =: f9AAAAAA9 



127 -: 



H»4 S»7II 



128 = : 9999999A 



129. , : tA999999Ai 



130 -: |9A99999Ai 



1 3 1 = : AA99999A 



132 



•m 



1 2345670 



133 = : iA9A9999A 



1 34 = : i9AA9999Ai 



135 =: 



136 = : i999A999Al 



137 = : A99A999A 



138 " a9A9A999A 
139' 



AA9A999A 



140 



J 1 34 S ft 7 II 



141 »: A9AA999A 



t 2 3 < a A 7 B 



142 =:[9AAA?99A 



I 234 B A7 a 

M3 = : fAAAA999A] 



1 44 = : 9999 A99A 



o 



POKfR MACHINE UNITS 



ADDRESS DIP SWITCHES 



Decimal Address 



NNN 



M5 

M6 

147 

MS 

149 

150 

151 

152 

153 ■ 

154' 

155' 

156 ' 

157' 

158 ' 



1 er\ 
I ^7 



150 
161 
162 
163 
164 
165 
166 
167 
158 



<N 

Off 



j»S4 SA T 8 



i.an<5tT« 



JJLl±Ai2JL, 



4 t S4 SjA 7 B 



mam 



M34S67e 

^ tay4?6 7<i 

•''llXJ.JLJLOOll 

ayyywA?Ai 



A????A?Ai 



m 
err 



9A999APA 



ATA??A?A 



7AA99A9A 



AAA77AVA 



ON 

OFF! 



169 
170 
171 
172 
1.73 
174 
175 
176 
177 
178 
179 
180 
1«1 
182 
183 
184 
185 
166 
.187 
188 
.189 
190 
191 
192 



499A9A9A 



orr 



", tAA?A?A?Al 



< MdS67l> 



9?AA9A9A 



.,1 gff 7n, 

' aAyAa?A9Al 



AAAA?A?A| 



A999AA9A 



:;|9A99AA9A| 



AA99AA9A 



12 348678 



99A9AA9A 



t 234 S67e 



9AA9A&9A 



iAA9Ai^9A 



a999AAA9A 



I a »< an 7 8 



A99AAA9AI 



9i9AiA9A 



iA9AAA9A 



99AAAA9A 



n 

'4rr| 



JA?AAAA?A 



orr 



I g 34 9 ft 7 B 



9AAAAA9AI 



AAAAAA9Ai 



I »3.. 8678 

"|999999iA 



-Switch (BID Number 
-Bit Switch Shown As 
or CLOSED 
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193 =qAW?9Ai] 
194-^(?W99Kil 



19S«.;;; |AA99? 9AA 



I ?3d 

1 96 = :; |.99A999AA) 



197 



1 98 = a9AA9??,iA[ 

199 - i;;[AAAWAi] 

200 = 

201 » « |A99A7.'?AAl 

202 - * |yA9A?ml 

203 »C(AA?A7m] 

f 3 34 5 ^ yg^ 



204 =„WA^m 



205 



.i -2 34 5 6 -7 8 



205 - S l9AAA??AA I 
207 =:; fAAAA?yin . 



208 



209 = 5;(A999Aml 



210"m l?Am?Ari 



211 



AA9?m] 



212 ■'^ fP9A9A?Al 



213«:;[A9A9A9A4] 



2l4»:; j9AA9A9Ari 



\ g 3 < a 6 7 B ' 

215 - «, |AAi?A9AAl 



I a 34 86 7^ 

2l6»:;; |999AA9An 
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P OKER MACHINE UNITS 

bectmal AtMress 1 

NNN ■ ^FFi" 



^' • till nfnin,rf{^ 



ADDRESS DIP SW ITCHES 

Swilch (Bit) Number 

19 — Bit Switch Shown As 

LL 



ON tr. CLOSED 




217- 



1134 S fi 7 A 



219 



220 = „ 994Ai9Ai 



O 



221 ■ aA9AAi9AAl 

222 = 31|4W?W] 

223 = aAAAAA9m 

224 ? rtmmw) 

• 225 - a A9999AAA| 
226 :^ |9A?9?A^Al 



227 



I 2 3 4 S fi 7 B 



228 



229 - „ i9699iAA 



230 - l ^mmhil 

231 =^[AAAmAi]- 
232 



■?99A?AiAi 



233 



I 2 34 S A 7 B 



234«^;;; )9&9A9AAAl 



235 ?:; iAA9A9AAAi 



236 - 5;[99Ai9|iA] 

237 = iJ[A9iA9A4A] 



238 



I ? 3 d S 6 7 B 



239 = rf |AA6A?AiAl 

240 .» ^|y99?AAAAi 
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241 

242 

243 

244 

245 

246 

247 

248 

249 

250' 

251 

252 ' 

253 - 

254 - 



' Si4t6H 



ItUftTt. 



-a 



err 



^ 34 8fi.7ft 



99A9AAAA1 



A9A9AAAAi 



I it?4 St7> 



9AA9AAAAI 



AAA9AAAAI 



l_*S4_5 6 7 B 



«rr 



i g 34 S A T I 



99AAAAAAI 



^ lA^AAAAAAl 

t >34SB7ll 



SECTION 3.6 



99999999 



WARNING 

these swildi seUIhgs m only 
used for specific InsUIiaUon/ 
/service operations - Ihetr use 
vhder any other circumstances 
will compromfsfi Network integrity 
-possibly resultant In; 

Network failure. 
For further InTormatlon see the 
Instell/serylce notes relevant to 
the parUcular version of Compute 
Game lirocesser In question. 
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POKER MACHINE UNITS 



ADDRESS DIP SWITCHES 



LARGE NETWORKS : For networks larger Ihan 254 devices : address DIP swflch sellings for individual 
devices use the sane palUms as Ihe 1-254 sellings, wilh ihe devices themselves being connected to a sped He branrK 
of the e)(panded nelwortc releUve to their address range (eg. 1 - 254. - 510. 513 -765, eU:) 



FORM : 




USt SWITCH PATTEM 


337 
338 
339 
* 340 


503 
504 
SOS 
806 
SOT 


049 1 

850 1 

851 1 

es2 1 

653 1 


1 001 
r 082 




424 
425 
438 
427 


6B0 
681 
682 
603 


936 » 
«S7 • 
OSB t 
038 « 




1 
1 

XXX 


YYY ZZZ 


= AAA 


I 083 
1 0B4 




NOTE : 














341 


■ 085 




438 


604 


040 ■• 












T67» 708 


342 


598 


654 1 


t 066 




430 


6BS 


041 « 

042 <• 

043 a 
044' • 








810. 811. 


343 


509 


m t 


t 007 




430 


606 


TABLE 




2sr 
as 


813. 
914 


789 
770 


• 


001 
002 


344 

U& 


COO 
601' 


es6 1 

•BS7 1 


r 088 
r 009 




431 
432 


687 






19 


918 


771 


• 


003 


34S 


802 


858 . 


1 000 




433 


660 


04 a 






200 


918 


T72 


* 


004 


347 


603 


es9 1 


t oot 




434 


600 


046 t 






zot 


917 


773 


■ 


003 
008 * 


348 


^ 


060 1 


> 002 




436 


601- 


047 V 






m 


318 


774 


■ 


349 


60S 


861 1 


1 003 




436 


602 


048 






283 


919 


779 




007 * 
000 


350 


606 


862 1 


1 004 . 






603 


040 e 






204 


320 


770 


• 


391 


607 


80! « 








604- 


CBO s 






' 2H 


321 
S22 


777 
7TD 


• 


009 


3S2 


608 
.600 


064 1 


008 • 




430 


605 


951' « 






■ 


010' 


3S1 


065 M 


* 007" 






606 


.053 ■ 






2S7 


323 


779 


■ 


on 


394 


610 


866 « 


r on 




Ml 


007 


Q53 a 






288 


314. 


780 


• • 


012 


SS5 


611 


067 1 


009 




442 


608 


054 - • 






289 


329 


781 


• 


013 


SS6 
3S7 


612 




too 




441 


609 


VSS • 






no 


328 


782 


: • 


0l'4 


60 


060 1 


101 




444 


700 


956 






tri 


327 


783 


• 


019 


3se 


614 


870 « 
071 ■ 


102 




445 


701 


9S7 n 






272 


SZB 


T04 


• • 


01ft 


.359 


6IS 


103 




' 446 


- 702 


958 m 






273 


829 


789 




017 


360 


610 


en • 1 


104 




447 


.703 


959 .9 






274 


<S30 


780 


■ 


018 


36V 


on. 


873 i 


105 




448 


704 


060 « 






275 


S3I 


787 


• 


019 


362 


618 


074 1 


106 




449 


705 


96? a 






278 


932 


788 


• 


020 


363 


610 


07B % 


107 






706 • 


0fi4 * 
va« . s 






J7?. 


8)3 


789 


■ 




364 


620 


87B' 1 


too- 




41 


*707 


8S3 • 






278 


S)4 


790 




022 


365* 


631 


*077 a 


. too 






yna 
fm 


fl&4 ' - 






270 


333 


79! 




023 


366 


632 




'110 






709 


985 • 






2D0 


338 


792' 




024 
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POKER MACHINE UNITS liAINTENANCE CARD USF 



.MAINTENANCE /SUPERVISOR CARD USE '^V^- 
OVERVIEW 

ComputB 9ame processor units dllw. through the use of e specfeJly encodal card, meter readings 
held in ballery backed memory to be read end If necessary altered, interface switching delays (relevant to 
the rellflbillty of meter readings)'to be set . and other factors such as promotional Jackpol parameters and 
paging functions to be enabled. Jhese functions are mandatory during the installaticvi end commission, or 
service, of Compute Game networks, and helpful under normal circumstances partlcuiarly in the case of . 
rogue poker machinery. 

The specially encoded cards are produced in two types, according to their issue and use, being called a 
"maintenance" or "supervisor' card The basicdifferences between the iypesof card being.that : a 
•supervisor" card is operable only on. equipment installed at the venue for which it is issued and concurrent 
with this requires the Oomputa Game network to be "running" to allow Its use, whereas the "maintenance" 
type of card is operable on Oomputa Game equi^imenl at any veniffi and doesitot require a "running* network. 
The "malntence" type of cerd is only held by Computa Game P/L. staff . 

In the following descriptive text, unless otherwise stated, : the term maintenance.card also 
covers supervisor cards, and in the interests of brevity the acronym CGPM will mean : '^Compute Game 
processor - poker machine unit". 

MAINTENANCE CARD FUNCTIONS: . ' . 

1. The Entry Screen Display allows andperetor to:- 

a. Determine the network atMress of the unit, (as set by units* DIP switches). 

b. Determine the ID. number oif the cqrd inserted." 

2. The Totals Option allows an operator to 

Read/riodify the recorded meter reading values, as held in the units* battery backed memory. 

3. The inter face Option el lows an operator to:- 

a l^/hodify the eledrical time delay setting of the meter Interfax 

connections ( to eliminate undersampllng/oversampling of meter pulses). . 
b. Read/Modify the units* "jackpot parameter" : the factor relating jackpot nieter pulses b 
coins paid ( for promotional use).,, 
. 4. The Paging'Option (available to "maintenance" type cards only) allows an operator to 
a. CriobWDISoble individually the funrt^ affect of theJackpot, Drinks, or Service,-. - 
' paging buttons present on the front panel of the unit 
. b; Read/Modify the units' "Random Bonus Threshold" : the dollar value ef "coin In" required ^ 
. . • for a player to become eligible for a Random Bonus. - • | 

• - . . • • ./ g 

. USING A MAINTENANCE CARD ' / . ^ 1 

The front panel of a COPM c^tains a card reader , three pushbutton swtches labelled Jad:pol , 
Drinks, and Service, and an alphanumeric display. 

A maintenance card is used by inserting the card into the reader of the OGPM in question, then by 
using the thra switches in en interactive fashion with thedlsplay, with any modified settings being stored 
and logged on the network , when the card is withdrawn from the readier. 

For early versions of Oomputa Game installations and software please note material under headi ng : 
• "Special Situations". 

The front panel svMlch^ of the CGPM perform functions different to their normal meanings dur ing 
the maintenance mode: briefly 

* The Jackpot switch functions es a <Step> switch. 
The Drjnks switch functions as a <lncrement> switch. 
The Service switch functions ase <Select> switch. 
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POKER MACHINE UNITS MAINTENANCE CARD US 

LfSINGAMAINTEfttNCECW^O -Confd . . 

When 6 mainlenence card is inserlaJ inlo the reader of a CGPM the first screen di^la/ed is an 
ictoitification screen which states the type of card in use, the networlc address of the CGPM Itself 
art IhB last five digitsof the card number (of the card inserted); displayed In the follonrtng format ' 

I MAINTENANCE -| card classification [ 

■ NETWORK ADTOESS-^- LXXX- CARD XXXX-)f{ CARDNUMBER • ' ; [ 

MAINTENANCE CARD - ENTRY SCREEN DISPLAY 
fT^ Press the Jecfepot button :to«tep to the menu screen, -dlspfayetf in the following fxmat:- 



METER SETUP 
Q totalsoption:—— Totals. Interface 



J 



interface option 



MAINTENANCE CARD - MENU SCREEN DISPLAY 

The menu options avaflable ere displayed on the second line of t)» menu sireen: 

0 The Total s option allows the reading and/or modification of the meter readina values held 
In the C8PH memory. , 

o The I nter face option allows the current seltino of the meter interface pulse width to be 
reader modified. 

c The currently selected option is displayedesti.ltnktno.; 
THE TOTALS OP.T^ON 

The Totals option el lows the meter reeding values held in the tjatterybackedmemorv of the G0PM 
, to be read end, If necessary, modified. ■ . . ■ 

■ When the Totals option Is enabled: the first of six screens will be displayed:- 
K 1^ 4 ^'^^ screens is specific to s meter classification and displays the current recordedoount 
held in the CGPM memory, of that meter. The current recorded count is 'set* to equal the the reading on the" 
,meier%of that classification, in the polar machine to which the CGPM is connected; hence any disparities in 
reoorded meter values. canbe notedond steps taken to correct the fault 

■^^^"l^*®^?!^^'"^""" screens appear . on the CGPM disp^ 
order generelly reflects the physlcel order 6nd naming of the meters in the relevant poker machine there 
are some differences, whldi are noted; the order of ttftpearana \s :- 

Colnln "Turnover (DoNolcofusew1lhpok.mach."Co1nln"-seeNolePg3 7 8) 

Coin Out -Credit Wins (Do Not cofusB with pok.mad» 'Coin Out'- " " ' ") 
. Cash Box. 

Cancel Credit 

Jeckpol Not present on all mwhines. *See Notes 1 8c 2. 

Stroke. Not present on ell machines. •See Note 1 . 
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THE TOTALS OPTION -Conl'd S^i-^l 

Note 1 ■ The physical position in the poker machine of the Jackpot and Stroke meters are sorneli'mes 1 

inlerchan^ ( particularly In Ainsworth machinery), although they are usually clearly labelled they [ 
sometimes ere not : caution should be exerclsol and if In doubt contact a floor supervisor. . \ 

Ktatfi 7.! The Jackpot meter value recorded in the OQPM memory and on the meters in most poker " ^ 

madiines, is recorded as a - coins x 10* value; however on most of the new video poker machines wj th *soff [ 

meters the Jackpot value is recprcted as a "coins" value ie. will show a value 1 0 times that of the CC3Pii I 

reading : tte usual procedure in*this c^ is to drop the last.digit ( which is always 0 anyway) when i 

trensposlngthapoker ma:hine reading to U^eOBPH recorded value. ' | 

USIIM3 THE TOTALS OPTION . 

Press the Jackpot button (repeatedly If necessary) until the menu screen is displayed. 
fj[^ 1^ thB Totals option is not selected (blinking) press the Service button to select ft. 
Press thie Jack pot button to step to ( enable) the option. 



When the totals option is enabled eachof the six meter screens wilt te displayed in sequence., 
beginningwlth the Coin ki screen, for example:* 



COIN IN j - METER CLASSIFICATION 

Count: XXXXX XX, recorded meter value 



. MAINTENANCE .CARD. - TOTALS OPTION SCREEN DISPLAY (Example). 
. . -Shown: "Coin In" Meter Classif. ' 

The top line of tte display indicates the meter classification in quK^^^ 

The recorded meter value is displayed as a seven digit decimal number : the first digit of wh ich, upon 
entry to the screen, is display^ as blinking : Jndicatingthat it Isselectedand can be modified 

To modify erecorded meter value: . 

frs=^ - Press the Jackpot button to step to the meter classification to ba modified : 

. - button steps to the next meter classification eech time it is pressed 

-Press the Service button to select the digit to be modified • _ . . . ' 
. • - button selects the digit to the rltfit of that currently selected 

it Is pressed 

» - Press the Drinks button to increment the digit selected : . 

- button increments the selected digit by one each time U is pressed. 

o • All buttons operate in "wraparound" mode ( ie in a circular fashion), 

for example : a value of 9 is incremented to 0 at the next press of the Drinks buttoa 

o - To quit or exit all functions : See heading •Maintenance Card ToQuif ' 
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POKER MACHINE UNITS MAINTENANCE CARD^'u^ 

THE INTERFACE OPTION Cv> 

The Interface oplionellws: . . 

(a) The current setting of theCOPM meter interface pulse width to be read or modified. 

( b) The 'jeclcpot parameter * of the COPH unit ta be read or modified 

( a) Whilst the meter interface circuitry attached to the OSPM imit provictes for electrical isolation 
and some electrical noise suppression, the primary task of reading and accurately interpreting the meter 
pulses from the polcer machine is performed by the C6PM processor - to achieve this the C8P11 processor 
sampleslhe meter interface inputs every millisecond (mS.). with any. meter Input beinareouired tDsatitrfv 
e mmimum pulse width ( time in either the active or non-active stete) to be regarded as a true sional 

The.pulse^vidlh an be set in the range: 2 mS. to 20 mS. in I roS. inbremente, with settihi In'the 
2imS.- 10 n|S. range found, from experience, to be the most useful. At Instellelion andcommission of 
^^PylB^'Jfs^'store: 81IC6PM 

machines which ere «t lo e.pulse width of 6 mS., with Bdjustmenls being made from thw-B 

of CQPnl'Si''''"" (efter a TWi Reset") Is 6 mS. for the Interface poise wfdthon ell versions 

Primarily : The needto majify the meter interface pulse width setting Is only evidenced by the 
^ j occurence of inaccurate recorded meter reading values in the CSPM unit As a general guide, when the CGPM 
readings are compared to the poker machine meters :- If the CQPM unit Is overcounting then inerease 
tteinterfece pulse width. lfthe(»PMunltisundercountingthenreducetheinterfacepulsew.idth It 

by cad) bTO tellies, due to a fault in the poker machine itself . which can not bBiwred by pulse WidU^ 
manipulation : the Hpor supervisor will general V be aware of these mechines If and when they occur. 

j Potcer machine metering. Is as a promotional tool. One of the men/ promotional possibilities Is the mtian nf 

percentege oTpoker machines contain Jackpot meters which record, separately to their Co\n Out meter coins 
won umler ,ackwt arriltions. Theproblem is Ihat thesemach^^ 

cmn "wmber value of the Jackpot meter pulses being recorded by the.OGPM unit For thfereSm 

to the interface option is provided allowing a -jackpot parameter" (or Jackpot scale) of • 'nil' 'xv 
• l'^?'T£*''^\*°"^t»'y«^«>thescalef«^^ 

connected therdjy allowing. the unit to eccuretely reflect (on' the network) the number of coins paid out 
The default setting (after a -RAM Re^--) for the Jackpot parameter (or scale) is X L 



0. 



. USING THE INTERFACE OPTION 

Press the Jackpot tutton (repeatedly if necessary) until the menu screen Is displa/ed. 

Press the Service button to select the .Inter face option (selected when blinking), 
jgp Press the Jackpot button to step to ( enable) theoptlwi. 
When the Interface option lis enabled : the puise width spreen isdisplsy^ as follows :- 



PULSE WIOT>l 



PULSE WIDTH 

CURRENT VALUE SE T ) XX mSeC . 

MAINTENANCE Cm - INTERFA(X PULSE WIDTH SCREEN DISPLAY 

. continued over ... 
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USING THE INTERFACE OPTION - Continued ... ^ 

To modify the current pulse width setting (shown blinking) : 

wrs^ Press the Drinks button to Increinent the value : 

The value is Incremented by I mSec each time the Drinks button is pressed . • 

Should the value need to be decremented - use repeated Increment as the function ODeratM in 

"wraparound" m^oda ^" 

Press the Jackpot button to step io the *Jackpol parameter* extension : . 
The "jackpot parameter" screen will now be di^layed in the foltawlng format • 



JACKPOT PARAMETER 

CURRENT VALUE SET— j X 10 



I JACKPOT SCALE 



. MAINTENANCE ORD - JACKPOT PARAMETER SCREEN 

To modify the current "jeckpot parameter' setting 

Press the Drinks button to Incrementthe parameter setting: 

The jackpot TparamiBler " or scale, as explained previously, is the number of coins paid ' 

Impl ted by one pulse on the pokar machine Jackpot meter circuit ' 

There are three options : nil , x ! , x 1 0 , availAle Uirough ^rcparourid" increiiisnL 

IJ^^ - Press the Jackpot button to return to the menu screen, 

o To quit or exit all functions : Remove card - See heading Tiaintcnance Card To Quit" 
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THE PAGING OPTION 32L2^ 
NOTE : This option Is only available to Conriputa Ganrje •maintenance" type. carets 

The PBgingOptfofv allows: 

(a) The.functlonal effect of the paging buttons ( Jml^pal, Drinks, and Service) on the front panel 
of the C6PM unit, to be toggled "on" or "ofr. 

( b) The dollff^ velue of the "Random Bonus Threshold* of the CQPli unit to be reai or modified. 

( a) Whilst Computa Game networks provide access to full paging facilllie?, especially when 
installedin conjunction with a T^elelracer* paging system crth^ these facilities ercnol required to be 
fully Implemented at some .installation sites, for this reason, and to lessen player ccmfuston/ecpectetton 
where certain paging services are unavellatile, the facility to individually dls^le the Jadcpol, brinks, or ' " 
Service, paging buttons on the CePM unit is provided. When a paging button has been disabled ( liwlstf *ofr> 
•using this function : the C8PM unit will display "SERVICE Unavailable- when that button is pressed. 
The defeult setting (after a Wl Reset") for the pagingbutlons Is:- 
Jackpot r ON, Drinks -.OFF, Service -^N ' 



( b ) A promotional option of the Oomputa Game system Is the ability to issue random bonuses : small 
gifts, meals, cr whatever, to eligible players. These bonuses^are issued at random by the network host • 
computer, and to be eligible : at the lime the random bonus is issued - a player must have his/her Computa 
Game card inserted in a C8PM unit and musi,.s1nce inserting their card, have played ( on the poker machine 
ettached) coin exceeding the dollar value set by the •Random Bonus Threshold* setting of the GSPM unIL Of 
note in connection with the eforementioned is that once a players card is removed from a unit : any .coin input 
to that units' pokar machine is Immediately void with respect to the Random Bonus Threshold . • 
The "Random Bonus ThreshoUT can be set from $00 to J 99 in S I increments. * 
. . Thedefaull setting (after a TW1 Reset") for the Random'Bonus Threshold is $5. 

liSING THE PAGING OPTION . 

O . .The paging option can only be^^enabled from the b^RY S^ . 

I f other funptioiK have been perfonmed .il Is necessary to 
. . REMOVE end RE-IMStRt your matnttnonra card. 



When the ENTRY SCREEN is displayed . 

Press the Drinks button toenable the paging q)tion 

When the paging option is enabled Uie first of three.paging button option screens 
will be displayed in the following formal . 



PAGING BUTTON TYPE- 



PAGING SETUP. . 

Jackpot on ; , 

MAINTENANCE CARD - PAGING OPTION SCREEN 

. Shown : Screen 1 : Oac*pol Button Status 



-FUNCTIONAL STATE 
(Blinking) 



o The second Une of the paging option scr^n deter m ines the paging button type and f unct ional 
status. Three paging option screens will be displayed, relative to the button type, in the - 
sequence : Jackpot. Drinks, end Service. 

The funtional status of each button type can be either "oh " or "off". cont'd, over ... 
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POKER MACHINE UNITS. MAINTENANCE CARD J j^ 

USIN6 THE PAOINe OPTION - Continued j^:^ 

To modify the current pegJng button functional status ^ 

' Press the Drinks button to toggle the button status from'on" to "of f^ or Ytever^^ 

}fl§^ Press the Jackpot button to step to the next paging option screen : 

- (next paging button type In ths sequence). 

Oontlnulng:- 

The third time the Jackpot button is pressed: . 
*^ • r The sequence of paging button screens will be ccsnplete. 

- The "Random Bonus Threshold* extension to the.paging option will now be enabled. 

. . , The Random Bonus Thresholdicreen will now be displayedjn ^ . 



RANDOM BONUS 
Threshold : $ XX- 



RANDOM BONUS THRESHOLD 
-CURRENT VALUE SET 
(Selected Digit Blinking) ' 



MAINTENANCE CARD - RANDOM BONUS THRESHOLD SCREEN 



o . The Random Bonus Threshold value can be set in the range $00 to $99 in %\ increments. 
The value is always displey^ as two digits whid) are individually selectable for 
modification with thesel^cted digit dtsple/edasblinicing. . . ' 

To modify the currently set Random Bonus Threshold value : 

1^^^ Press the Service button to select the tligit to be modified (selected digit will bl ink)! 

?rs3s ths Br;,nkc button loincrc'nsnt ths digit sslsetsd. 
. ' - value increments by 1 each time.the button is pressed. • 

- decrement value by repeated increment - 
(Increment operates In "wraparound" mode).. 

Press the Jackpot button to loop to the first of the paging button option screens., 
o To Qui t or Exit the Paging Option - Remove your maintenance cord from the 0QPI1 unit 
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PREFACE . 

ISl^f^^?^!^- ^ ^ eaiemefy powerfti and veisatae netvrartc designed to 
oi events »iat you can dstermlne yourself. The functions provided in this prowam contron?»f 
STcSS^? "^."^ (Coniputa^old),the cast, register dlsSiSS^ySST^S 
the potter mectiine data retrieval and bonus sdheme (Ck)(nputa Game Poker ktect^e IW^T ' 

Each unl. no matter wtiat fts function tias ttie alrti^ to corhmunlcate wffli your plavers both 
v«ualty and aucBlrty with elttwr a 16 character toy 2 609 liquid ciyst^ display.^ a 9 hSh 
n^w^™ TV mortiof. and beeps or Short tunes: Each one these J|^-4rSe 
iStSaa^ Si? ^2 or them) and anow you lo sajr what you want to&STySS 

S °^ equipment can be separately contiofled to peribrm differenUy at different 

S^^ n?U^ other WO.XJS you can decide how many ttck«8 you ySh to^ 

^iS^^V.!^ !l " ™9feter at any particular time- and how dlen^S 
^Jn- ""1^ '"JJi" 1^ «™ '^'^ '"" to y°"^ Pol^ar machine players from eoli^^ 
in. coovout or drop combinations at what times of the day or week. f y»" 

ffi21r"/if categories of bonuses to be paid to your 

hSr««v!Sf."' to any of the above events) and how many of them you Want 

to |»y over whatever time span you .want 

^Xl^™ also read the meters of your polcer niachhes and can communicate with your 
own dub computer to enhance the analysis pregiam you are already using eritf are farnlGar 

$^eatlons are provided in SeeUon 4 of this manual to aHow any computer to talk to this 

way membership irjfonnahnn can.b«» exchanged betvreen systems so that the Computa ' 
Game units afyvays know the names and the bittt^iays of your players. These cdmmunteafion 
'SZS^T ^Tstreet. Pulse .and"S5S 

2Jk"1^^" ^ ^ """^ units and a single service buttcin for 

^ZU^^ ^J*^?^l^ cen be sent to any paging system capable of taMrg to the 
computa Game host via the simple protocol also provided In Sectton 4 of this manus^ 

''T 8" gear and can do an these things, how do you make ft work for 
J^*^®^® ^ software Is. easy to use amf relatively self explanatory once you 
understand a few basic points. Remember that the computer wlB only do what you teD tt to 
to ha ■ "^^^"^^'^^ ^ "P vmgTBm b deciding what It is that you want 
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Software Manual • . SECTION 0 

THE CARDS ^% 

: PRINTING. 

It 15 recommended that the following information is printed on each eaid.> 
Members: 

L Inforniation on the usage of this card is being recorded so that aceax«te paymerit 
ofbonuses can be made. 

Visftors-: 

1. This is not an Honoraxy Temporary Membership eard. 
2: Thiscardisvalidonly until the expiry date and aUbonom accrued mus^ 
redeemed before that date. ' 

3. Information on the usajge of this card is being teomld so that accvate.paym^^ 
ofbonuses can be niade. . ' 

.■ , ,,.•*. 

Q CONFORMATION, 

Cards used should conform to >. American National Standards Institute (ANSD x4.13 - 1983. 
" , Spec2(5c highlights are:- . 
L Cr-SOcardsize 

Z Card thickness cs 0.030 inches +/- 6% . • 

3. SurfacesObssy with press polish of two nucroinchesBMS or leas. 

4 Surface of PVC (polyvinylcHloride) or FVC with acetata. ' 

5. No surfdee imperfections; blemishes or discontinuitaes visible to the naked eye. 

6. No embedded formgn particles. 

^ . . ENCODING. 

The Compute Game system uses cards that have been encoded with a fixed length t«i 
data fieri plus/a check.digxt.; . • ' . . . " ' 

These numbei^ are used to detennine the fonowu ^ . 

Digits 1-3 s Site Code (Venue Identificatioa) 000 -654 
• ,* • Digit 4 . = UroeCode (Year Number) 0-9 

Digits s Category Number 0-9 
Ob MaleMember.. 

1 8 Female Member 

2 &s Male Astociate Member 

3 c Female Associate Member 

4 = Male Staff Member 

5 s Female StafiTMenober 

6 c Male Visitor 

7 e Female Visitor 

8 s Master Card . , 
■ 9 s Security Card 

Digits 6 - 10 s I.D. (Membership Number, range : from 00001 • 9B999) 
Digit 11 s (}hedc Digit 

Cards that are presently encoded with a ten digit number (no check digit) wiU still be 
accepted by the system. Cards with no check digit have agnificantly greater chance of 
misread ing, ' ' ^ 

. Section 0 Paged 



G 



ENCODING FORMATS 
ComputB Game utnises biidc2&raint8BncodingiMe8. 

Due to the limitatSona of the ran length parity dtmbm. •» 1.1. . , • 

The extra digit (the eleventh) is an <SS<C5JS^5^^ f^" ^» "^"i- 
weighted sum of the fim 10 S" ^^ 

Example: 149Qib0dl01hasadw(kdigitof7 

ie. 1 4 9 0 6 0 0 1 0 1 e a4<)4«f7+7+7+742+7*2 » 47inod 10 = 7 
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APPLE IIGS SYSTEM HOST 

THE KEYBOARD 

• The Apple UGS® keyboard i3 a little fifFerent from you^ ('^ple peo-t>le 

feel the other way Toond!). ITyou look at it you will see that the caps lock is in the bottom. l^A 
hand conier and is a toggle (elide on^ cUck offi type key. The caps lock is on w^^ 
depressed* 

Inihe Following descripiaons of the program and its use: qrmbols will be used to denote the 
various (non-alphabetie) k^ to be used. . 
These symbols are : 

0 s The open apple (or command) k^« 
' a The left arrow key. 
. = The right arrow k^. 

T s The up arrow key. 
..i s The down arrow-key*. 

Key combinations when required will be. denotol as separated fay a hyphen : 

for example : d • i- k The open apple key in coi^undabn with the down* arrow key. 

The up/down and left/right arrows perform much the same task as with the IBM but may 
appear to be in an un&niHiar position.. These keg^ am 

The open-apple key 0 (also known as the "command" k^ : bottom row third frt>ra left on tl^e' ' 
kQ^ard) ie similar to the IBM 'alt* k^ in operation, and is in a similar position. This k^ i s • 
used in conjunction with other symbols on the k^oard to peTform various tasks. ' 

; Before setting out these fiinctions let me first etolainthat a "enrsoT^ia tha lifcrift flaeKin g ij^t 
on the screen that shows you where the next diaracteryoa type will appear. andihata'^eldT 
is the area:that3rou ate working in. 

To get the cursor into the position where you want to work you use> . . 

• 0-*-,.or to select the previous, or nex^ field. 

• 4- or-^ to move within a field. 

• . T or X for previous-or next event* or message screen. 

Practiee moving the cursor around the screen \xntil you think youVe got the "feeT of getting 

to the spot you want to woTk on. 

• . •■ " * 

In all eases there is a full description of what keys you need to use to operate the progzam at 
the bottom of each screen displs^.- 



Tfiere are two Atnetions that you win perform that relate to the Apple computer rather than this 
software in particular: 

To re-boot (start up from scratch). i Press and hold down together the control and open- 
apple keys, and keeping them down hit the reset k^ (just above &e 5 & 6 keys and 
marked with a triangle &cing left). Hold the control%en-apple keys down untO you see 
the pragram start to boot Re-boot Aould only be necessary if the ^tem has crashed or is 
showing serious signs of ill hedth (for example see note in section 2 - option A. desaiptiDn ). 

The other sequence is used bo access the control panel and this is described fiilly in the 
following pages. 

Apt** llOBU a rrgitterrdtradtaame of AfipUCrnntfutartrnti 
' lOM b 0 tfM iUuul trademafk eftnitnatlma Batlrmt JUseAiac i. 
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Apple HGS system Host 



THE CONTROL PANEL 

The control t>ane1 is that'part of the software that sets up (he hardware specifications for tha 
^stenu Tott should only need to use Ihis function if you wish to chaxige or chedc the compu- 
ter's internal time cloek, or if the on board battery stops wor]nng (Bverage life 3 -6 years). 

When a system is installed this panel should be setup for you, but sin^ the systeih won't, 
work unlete all of flits is correct^ the follpwing pages show iedl functions and the correct 
settings^ 

To get into the control panel press and hold down together the edntrol and open-apple keys« . ' 
and keeping diiam down hit the escape (esc). Leave the control/open-apple down until 
you see the panel instructions appear 




Desk Accessories • 


Control Panel 




Alternate DisfAz^ node 




Mangier 




Quit . 




Select-up-down/arrow 


Open:Retim 



Keying; Canirtd* 0-£sc :displi^ the Desk Accessories maitL 



The Qontrol Panel option will be inuminated. 

None of the other options listed here affect the Computa Game program, and th^ should 
never be toudied. . 

Press retam to enter the control panel. . • ' . 
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The Control Penei 



AltemaHve Entry to the Control Panel : 

It is also possible to enter the control pandl ly. pressing and holding down the a>ntrol and 
option keys, then pressing the reset k^. . 

This method of entry need only be employed if Ae CJontrol Panel TMsplayT option shows yqa 
that the systam is operating at 60 hertZL 

The system should be set to 60 hertz, and this can be done selecting option 3 (th^ 60 Hertz 
field) and pressihgretunv 

This method is not the normal access to the control panel, as it causes the system to re-boot 
when you "cpiitTi There is nothing wrong with this bat it takes qnite a bit longer if, for in- 
stance, you only wanted to correct Oie dock fcrt'di^yl^t aavin|^ 



!.« Enter the-control panel. " 

2 - Set system standards ffid 60 hertz 

3 • Set system standanfc and 50 hertz. 
A » Continue restarting the system. 



Press 1,2,3 or 4 to continue 



SereaiDL<f)lay after keying: Control * Option ^ SesaL 



PLEASENOTE: \ - . 

Options 2 or 3 (abovo) will automatically reset the entire control panel to factory de&ult - 
settings nnd tlie desired 60 or 60 hertr. 

They overwrite the settings for all the other options that are required to make the Computa 
Game urognitn work and it will be necessary .to set them again afterwards. 
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Apple lIGS System Host 



Software MaJi/a 



Once into the control panel yoa w31 see a list of options afidispl^ed below. 
Each of these must be set correctly &r the Computa Game software to nm. 

Use the T and i keys to select the options, and Ae and ke^ys to change the settings. 

In tfie next few pages the correct settings are displayed^ and should you ever have to reset these 
options, copy the settings shown here. 



1.45:21 m 
26/6/89 



-.ControU>aneL 

Display 
. Sound • 
System Speed 
□ock 
CS)tlons 
Slots 

Printer Port 
Modem Port 
Ram Disk 

Quit 



Select (up,down,->,<- arrow) 
Open: RetuiT^ 



-ControL-PaneL 



-Display. 



✓ Type:Coloir 

✓ Columns: 80 

- Screen Colours - 

✓ Text; White • 

✓ Bad<grounct Medium Blue 
. / Border: Medium Blue 
/Standards Yes 



- Hertz 50- 



Select (up,downr>,<-. arrow) 
Cancel: Escape Save: Return 



Tfu Conird Panel Merui Screen 



The Display opUon screen 



o 



-ControUaneL 



Sound- 



V Volume: - !- 1 

✓ Pitch. I H 1 



Select: (up,down,->,<-, arrow) 
CsMxel: Escape Save. Return 



-ControU>aneL 



-^ystemJSpeed- 



✓ System Speed Fast 



Select (up,down, ->/- arrow) 
Cancel: Escape Save: Return 



••■ i 



The Sound option Rcrecn 



The System Speed option screen 
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^Control-PaneL 



—Clock. 



. Montn e 1:45:21 PM 

Day: 26 26/6/89 
Year. Q9 

.Format. DD/MM/YY- 

. Hour I PM- 
Minute; 45 
. Secor^ 21 . 
/Format. AM-PM- 



Select (up,down,->/<-, arrow) 
Cance1:Escape 5ave;Return 



jControLPaneL 



^Options. 



Display Language:-U5A 
Keyboard Layout U5A 
Keyboard Buffering No 

Repeat Speed I ^ H 

Repeat Delayl—r— 

Double Click I— 

orscr flash I—-- 

- Advanced Features* ' 
✓ Shirt Caps/Lowffxase. No 
/ Fast Space/ Delete Keys: No 
/ Dual Speed Keys Normal . 
/ . Hlg)i Speed Mouse: Nonral 

Select (up,down,->,<- arrow) 
.Cancel: Escape . Savei.Retum 



The Clock optiari xceen 



'The Optiatts option 



-Control^aneL 



.--3l0tS_ 



/Slot 1. Printer Port" ' 
/Slot 2: Modem Port 
/ Slot 3: Bulltln Text Display 
/ Slot 4 Mouse Port 
./ Slot 5. Smart Port 

Slot 5: Your Card 
/Slot 7: Your Card 

/ Startnp Slot Scan. 



Select (up,down, ->,<-, arrow) 
Cancet:Escape Save:Retum 



«ControU>aneL 



«J>rlnterJ>orL 



/ Device connectect Printer . 
/.Line Lengtlt unlimited 
/ Delete First LF after Cft No 
/ Add LF after Cft Yes 

.EchaNo 
/ Buffering No 
/ Baud: 9600 
/Data/Stop Bits: 8/ 1 
/Parity: None 
/ DCD Handshake: No 
/DSR/DTR Handshake: Yes 
/ XON/XOFF H^shake: Yes 

Select (up,downr>.<-. arrow) 
Cancel: Escape . Save: Return 



TYie Slots optkm xcreen 



the Printer Port option screen 
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JControl«PaneL 



-Jioclein_PorL 



- Device CwTwcted Modem - 
' Line Length: (Jhllmlted 
Delete First LF after CR: No 
Add LF after CR No- 
Echo. No 
Buffering No 
Baud: 1200 
Data/Stop Oils. 0/1 
Parity: None • • 
OtD Handshake. Yes ' 
OSR/OTR Handshake: Yes 
J^OWOCOFF Handshake:!*) 



Select (up.down.->.<- arrbw)" 
CanceJ£sc^e . SaveJtetum 



ITie itodemPori optmn tinen 



-ControLPanel. 



— RanfuDisk. 



Minimum Ram Disk Size ; OK 
Maximum Ram Disk Size : OK 
. -Largest-Selectable- ' I024K 



-Ram Status- 
Ran Disk Size: ■• 
Total RAM in Use: 
Total FreeRAM: 



" OK 
660K 
6I9K 



Select (n),down,->,<-, arrow) 
Cancel Escape Save: Return 



TheEAMDiAt^tim 



ccreen 



o 



Please Note : 

J^^fllrJSltS?'^ detennined by the system firmware (ROM's) contained 

«SS^-Sr*J """jr*'"^ to «J» particular version of firtaware inkaSed Appfc^ 
%f "^'^'^^'^ of the computer in qiestioh. Tht^Z^^^ 

rtated on the last line of the first screen displayed durineboot ornH^»S™T?^ 
^ the example shown below of the conS ^Alii KA-SSw a HGS 

«rth Veraion 8 B™wnrB. - T»» point being that fi^TtAMDisTiaa^ 



-Control-Panel 




--Ram_D.isk_ ^ 




✓ SelectR/AM Disk Size ' 
-Largest Selectable- 


OK 
1 I52K. 


. -RAM Status- ■ 
R^ Disk Size. • 
Total RAM In Use 
TotiaJ Free RAM. 


• OK 
754K 
. 653K 


Resize after Reset 


NO 


Select: (up,down,->.<-. arrow) 
Cancel: Escape Save; Return 



The RAM Disk option ttcnen. 
(For a ttGS wUh Vrr. 3 ROW^ 
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A. StarVStop/Monitor Network. 



This functton puts the computer on-One to the rest of^the netv\/ork. 

This function also aHows you, wYiRst the oorhputer is on4lne to the network, to monitor 
futures pertinent to poker mact^ usage across the network generaliy, as well as the 
• fadSty to inon&or current activity of the ineters on a 8pecincmachhi& 

• To start/stop or rnortftorthe netwoik: select A Old press return 

You win see the fiidowing screen (fispla/ : 



METERS 



SINGLE MACHINE MONITOR 
MACHINE NUMBER: XXXX • 



PROGRESSIVE TOTALS 
.ALL MACHINES 



Credits Played- 
Credit Won 
Coins In 
Credits Paid-out 
Games Played 



Meter Values Increment 



Av: 



AccuQiuVatlon Today 
% 
% 
% 
$ 

No 



NETWORK USAGE 

Total Players 
Members 
Visitors 
Other Cards 



PRM STAT 



PRN 1 
PRN 2 
PRN 3 

?m 4 



PROVISIONAL NETT % 

iett - 15 mins S 

<ett - 30 m1 ns % 

4ett * 4S mins $ 

4ett • 60 mins % 



Press 6-s to Start/Stop Network. O to lock/unlock Screen' 
number keys then <ret> to* select maclilne. 
•<esc> for Jiain Menu. . 

. The Slan/Siopn^onltar screen display fomat 

• K6y6-S To Start or Stop the network. 

When the network is nmning you will see a flashing apple symbol (d) In the top left comer 
of the screen display. ( Sttoidd the apple syrrM cease to flash but remain on : see l^e 
1.."Hung Network" fdkwlng.) 

Having sterted the network the relevant figures wfD be displayed as they accumulate. 
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■1.. 



• Press the space bar to freeze the display. 

If for example you wanted to ODpy down a set of figures, whilst the networic was runnina 
and didnl want the screen constanUy updating whilst you vim doing sa 
The space bar acts as a toggle for this fadlity. 

• To Monitor a spe^ machine : . * 

PriBSsbig any of the ^hflneric iceys tieiuses the following to be displayed in the centre 
(rf the monitor screen : 

HeW Machine to Monitor « _| 



Enter the Unit No." of the desired machine, the numeric Iceys, then press 
rstim ThenMNo.*lsttieDipswilchnurnberofthepokermachirfe .uni^ 
Section Configure Scanritf Stattoris : Insta^ 

The meters of the relevant machvie win then be display^ bi the monitor soe^a 
For further informatton see the monitor screen field definlUons following. 



• . Press 'escaped to return to the Main Menu. 

The computer win allow you to interrupt the networic while t is running to access the 
membership option on the main menu : 

The 'escape' key returns you to the niain'rnenu,ar^ provided your pa^^ 
win allow you Into membership, his option wOl then be underGned and accessible. 

You win no6oe the apple symbol (6) Rashing in the top left comer of the screen 
' and tt^ indicates that the network is stffl running (see Note 1 foltow^). 

When using the system under interrupt, be careful to ailgw ttici computer enough 
time between each keystroke io respond bTyour dbmrnands. Mo^ of the 
computer's tirhe is used to keep the network tunning, so it win appear sluggish 
when operating in this mode. 



Monitor Screen : Field Definitions : 
METERS : 

The various meter ciassiflcattons for poker machines. Relevant to the values 
displayed in the "Single Machine Monitor and 'Prbgres^e Totals* nekls. 
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SINGLE MACHINE MONITOR : 

As described above* thte fleU is accessed by pressing any number key followed by 
entry of the "UnS No * (Dipswttch No.) of the machine you wish to monitor. The 
actual meter values are then displayed, along with the meter Ihcrements since 
rm^iSoring started/fbr the madiine whose "Ih^ 

The increments are displayed as the number of coins, wfth the Stroke value being 
the calculated average of turnover Mts per play. 
. If the *Unft No.' entered does not edst in temi^ of machines on tte networK then an 
. vahies in the Sir^ Machine Montor field are display^ as rows of asteri^ 

PROGRESSIVE TOTAi^ : . 

The progressive total. In doSars, for aO poker machines, sl^^ . 
meters. 

The doDar values are are reiath^e to the meter dasslflcatton shown in the Meters 
fiekL except for Stroke which is of course not a dollar value but numeria Ifthe 
meters- are now archh/ed automattcaOy at the end of each day, the vaiues displayed 
r^msent progressh^e totals for the day. For archiving see ^ : Set Poker Machine 
Patameters // Set Archive Times'. 

. NETWORK USAGE : 

. The Compute Game network is constatntly being polled by the computer. Each ona 
of.these potts takes less than 3 seconds and reads the ccnnplete set of meters .of four 
poker machines, so tor example if an installatk)n has forty poker machines then eac^ 
' macNne has Rs meters read^very tenth poU If there has been a change In meter ! 
values from one poll to the n«ct then that machtrie is deemed to be in use and the 
usage dassffied as fbltowing : 

Total Players : The total number of machines presently In use. 

Members : The total number of cards inserted, in the systeno, whose number falls 

in the 'membership' range (le. have a f^h digtt of 0,1 .2,or 3). 
Visitors: The total nurnber of cards biseited that have a fifth <figit of 6or7. 
Other Cardst -The total number of cards inserted that have a fifth dgft of 4,5, or 9, 

le. staff cards. 

PRN STAT: 

Pnnler Status : Indicates the status of the docket piirttm s mi t: i«r nstwtrk. 
Each printer |s indicated as : t « Up le. onQne and operating, 

ieOown le.therel8a|HDblemwithttils 

printer. 

= Non-existent ie.. no printer Installed at this 

station. 

Up to four docket printere can be installed on the network to print Jackpot and 
Cancel Credit verfficatton vouchers. You can determine which printer the Jackpot 
and Cancel Credit vouchers, generated for a pafticular poker machine, wffl be printed 
to : see section " H. Configure Scanner Stations // Define Scanner Group Names // 
Machine ID'. For further explanation and examples of these vouchers see Section 3 . 
of this manual. 
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Please Note : If an assigned docket printer Is Down or Non-existent the vouchers 
directed to this printer wOr.lw placed In a queue, to be primed as soon as printer 13 
back on-One {or Up). The computer will Beep at you every flme this happens. 
It Is Important that you attend to protjlams of this nature because the voucher que ue 
for each of ttie printers. wiB only hoW 100 vojchers. Once the queue is full, furthar ' 

. queu^wffl result In the vouchers at the head of the queue bdngpiDgressh/ely 
ovenwrftten and-tast • 

PROVISIONAL NETT $: 

Is a visual dollar value estimate of oirrert nett takings (on the ne^ 

last archived meters. The figure cteplayed is based on Coins in -Crete . 
. Since nneters wiB now nonnafly ^e automatically ardih^ every 
r^nesems an estirnate of cunent 'N^ for the day. 

NetllSMfns: 

Netl30Mlns: etc. . 

The timed Nett figures are dteplayed to aOow you to Judge recent perfonnance. ^ 

on yotr machine' and' are d^ned broadly as the estimated pfovisbnd n^tt for • ' 

each of the four most recent fifteen mlniie peiiods. These f^ures are updated 

every fiTleen minutes beginning from when Uie iielwortc was started, so for 

example : If the figures have Just been updated, the 'Nett - 15 Mlns $ • figure wiB 

display the pnaviskjnal nett for the pertod whkJi ended fifteen minutes ago (ie. the 

petrbdhetwaai ttUrty and fifteen nwiutes ago). . 

Note 1 : -Hung Network". 

■ • • • * • 1 

As described beforehand ttie presence of the flashing symbol in the top left comer of * 
the screen incficates a running network. Shoukf this symbol cease to Hash but remain 
on t .ttiis indcates that the network is hung because the computer cannot comptete a 
pop, furthennore.that the oornputeryoD not respond to the k 

The mosf usual cause of this is the system printer, so to determine Uils : 
Check to ensure the printer is selected (online) and Is not out of paper or 
jammed. 

If the ^bove is not so, the printer may have become confused s6 tum H ofl wafl 

15 sec. or so then turn it back on and selects -'^ 

* I' a result Is not yet evWentdsoonnectlng the printer date cable vidndetennln^ - • ' 
whether the prMeF Is at fault. 

Should me above be unsuccessful the system must be re-booted, and should the • 

problem persist then a service cafl to Computa GarneP/l^ should be placed. 
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Note 2 .-"Stopped Network". 

Should the network stop rurmtng for oo apparent Dsason (as indicated by the toss of 
. the flashing apple symboO a Hkely cause-may be an overflow In the meter (Ganges 
file. In this case a meter ctanges report must be printed before the network can be 
restarted.. See 'J,Acces8 Data Base Options // Prtnt Changes to- Poker Machine 
Meters: for further Infomiatton. 



Note 3 : -Beeping Console". 

. If the computer beeps at you regutarty for no aparent reason ft may be that one of m 
netvvork docket printers Is down cir that the Jadqxrt/CancelCreda vouch 
a poker mecfalna/s has been assigned to a prtrrter that does not exist 
This sftuation shouk) not be ^nor^ : see monitor screen.fieM defmSbn *PRN STAT* 
, preceedinq[. 
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B. Set System Master Parameters. . 

. The master parameters opttons determine wt)at players may use the system, when Mey^ 
can play ami vvhat mode d prornotbn wn operaHng whDe 

« To set the system master parameters: select B and press retunt 

The Master Parameters menu wQI lie displayed as follows:* 



Set-up Master Timetable 
Set Active Vear Numbers 
Block-Set Card Values 



• Select an option using Td'i and press *rBtum*, or'escrto.retumto the rhain menu. 
Set-up Master Timetable 



Session 


Times (7A' Mr) 


Computa Gold 


Cash Register. 


Poke r . 

Mach ine 




Start 




Uses/Session 


Mode 
(1..2) 


Uses/Session 
(l.,99) 


Mode 
(1..3) 


Mode 
(1.-3) 


0 
1 
2 

3 . ' 
















4 

5 
6 

7 . 

8. 

9 

















Tns Meefar TlmetaUe Scrsen ^pitor to tfw enbycfmy Moan^ton) 
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The master timetable h the key funcOon arouad wWch aO the Computa Game promottonai 
featur^ are bufll. It independently controls the operation of the Computa- Gold machine th« 
Cash Register discoum values, and the Poker Machine twnMses. 

There are seven master timetable screens avaOable : one for each day of the week. 
To enter inJormatlon In any of these screens : 

• Key |. or I To select the timetable screen for the day you warit (the day name is 

c£splayed above the screen). 

• Key 6* v.or 6-4--, To change fiekfs (move the curm around the t&netable}: 

• Key or To move the cursor within a fiekl 

• To delete or correct an entry, move the cursor using 4- or -^^ 
the error or type over It wto the new InfbnnatkMt 

• Key "esr/ To return to the Master Parameters menu. 

If any inforrnation Is bicotrectly enlerad the computer wiB beep and the curaor wfll 
. automatlcanyhighBght the problem area ' . «raurww 

MasterTimetable : Raid Definitions 



SESSIONS:- 

Each session has its own start and finish times and defines ttia period of time ttiat wfll 
app^r to the parameters set out under the Computa GoW. Cash Register, and Poker 
Machine headings. . 

Jw^^^^^ to 9 sessions per diay pkis one session to overlap one day to the next. If 

Session times must use a 24 hr dqdc for example 9.00am = 0900. 535pm = 1735. 

The miish time of any' sessbn must equal or be less than the start time of the ne)d 
session. 
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Gaps can te left between the finish time of one session rnd ttie start time of the next if 
Sxiwish and these periods wllitwoonsidwed to l)eW ACTIVE- sessmns by the 
Compula Gold and Cash Register urtls. and zero promotion sessions by the poicer 
mactiine units. 

Caids wm not be accepted at any device (for promotional rewaids) during "NOT ACTIVE^ 
sessions and the time of the next 'ACTIVE" session wOl be displayed to the player. 
A zero pwnollon session wIR accept a canJ In the norma! manner, but not pay any 
pramoHon^ineenBves. ' 

bmo n SIGNS:- 

Sessions can be continuous for one category and broken for another. lf5»«^'iJ«o* 
one session b the.8aroe as the start time of the next a ditJD n sign cw beptece^ 
both the uses/session and mode columns under the previous settings for a categoiy to 
. imtole that the session martted by these -signs Is a continuation of the same se^^ 

USES/SESSION:- 

Tlte cohimn coftfrob how many times a card can be used Airing that s^slcm for the 
Compute Gold and Cash Register devices. Ttwre is no Bmft to the number of times a 
card can be used ma poker machine unit To determine the number of i»es you desire 
for each session : type the number (between 1-99) In the session row under the 
appropriate uses/session cobjma 

It Is iwfinal to only alhaw a player one use per session for the Compute Sold 
• machine, and virtually unfimfted uses of the Cash Registw discount ui«. 

The leahjre becomes ustf ul V you want to give away cfiscounted drinks (Happy Hour) 
and Smll the promolton to a set number of purchases per member per session. 



MODE:- 

The "Mode" controls the activity of each device during the session and Is set up . 
independently In the main menu options C, D. & E. 

Mode detennlnes how many tickets the Compute Gold Issues, what level of cfisrount 
win apply to the cash registers and how many bonus points win be given away tor 

poicer maehlTM play. 
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There aretro modes for the Computa GoW {1 & 2), and three modes for txjth the 
Cash Register and Poker Machine units (1.2 & 3). To select a mode of operation for 
any device : type the number 1,2. or3 in the sesston row under the appiDpriattT 
caegofy column, . -hkmi^ww 

You can ateo datemUne whether random bonuses wOl'lie active or not in that session 
by placing the latter "MT after the mode number.. session 
•Random bonuses are fiiRy explained In section T. Set Random Bonus Parametefs" 

BomB cash can be activated during any polcer machine session by adding the letter • 
•$• after the mode number for that session: "auwwuer 
Bonus cash is fuoy explained in the section -E Set Poker RtechiheParameteraV 

MODE NUMBERS for points, screen display prizes, and ticket issue 

There are two modes for the Computa GoW (1 & 2). and three mod^ fb^ both the 

2 * 3)- To sited a m^ 
any device: type the number 1.2 or 3 In the session iwir under the appiDptete 

TlJi!*' the units to perfonn as determined In section "P* 
Srt PokerMaoWne Paremetera/Set P/M Bonus Parametere-. The mode numberfor 
poker machines also dalennlnes the distibutlon parameters for Saeeh Disolav 
<X)fMses. ... . . ' 

of'Srsm^S^'*^™ *""^"*'*'^"^ "n Sectkwi-E-. Set Poker MachineParametere\ 
MODE I.ETTERS A-0 for random bonus (fistrfbutkm; 

^can ateo detenrtne whether random bonuses wID be active or not In that sesstan 
ftrCompufa Gold and Poker Mechlnes by placing A. B, C. or D after the mode 
rwimber. Any cornblraliro orbneor more bonuses can be acthrated persesslon in 
ad(fflon (0 the mode numbers. As a bonus A-D is selected B wBI cause e number 
(as .5pecmed in sectipn T, Set Raudom Bgnus. Parameters/Setup Random Bonus 
Timetable) of those bonuses (detenhlhed by sectnn "F. Set Random Bonus 
ParameterenDeslgn C/G, OR&PM Bonus Screens) to be distributed at random 
during that swstoa Only those bonuses selected by letter wID be ective during that 
session, erid m this manner it Js possible to have Bonus Aactive during one s^nn 
and bonus CacUve In another. Mode letters AJ) but must be accomi»nIed by a 
mode number 1-3. ■ 

Random Bonuses are fciBy explained in section T. Set Random Bonus Parameters" 
01 this manusl. * . 
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MODE SYMBOL {$) for bonus cash 

Bonus cash can be acUviated during any poker machina session by addlrQ a S after 

the mode number for that sessioa Tl^symbd can be added in ad^^ . 

letters A-D but must be accompanied by a mode number 1-3. 

Boma Cash is fuBy.explained In Section "E. Set Pdker Machine Parameters* of tMs 

manual. 

Points, Screen Bonuses, Random Bonuses and Bonus Cash can aUbe adh^e at the 
same time during any partteiiar session. Sessions wWdi are teA blank viiin be 
assumed to be promotionally inactive and no incentives win be cfistffinited during 
these sessions. 

Below is an example of a days promottonal parameters. 
Set System Master ParametersW Setup Master Timetable 



Tuesday 



Session 


Times (24 Hr) 


Computa Gold 


Cash Registers 


Poker 
Machi ne 
s • 




Start 


Finish 


Uses/Session 


Hode 


Uses/Session 


Mode. 


Mode 








(1..99) 


(1..2) 


(l.,99). 


(1..3 


(1..3 > 


0 














1 


1000 


1230 


1 


1 


99 


) 




2 


1230 


1330 


• 


• 


■ 




2 


3 


1330 


1630 


1 




2 


1 


1 B 


4 


1630 


2330 




• 


99 


• 


1( B 


5 












2 


2 


6 












1 ■ 




7 
















8. 
















9 

















Warning: Changing fimetable may affect other existing pararnrt 
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fnlHf ^ ^^"^ ^ """^ ^ SKsbns for the day. one (rem 
. tpatn to 1:30pm. and the second from 1:3Qpm to dose at ItSOom. Pto««arL onK 
?S:jfto««tt«ir««bonceA^ 
dirtngtheft^ 

the n elans aw used to Jolh the session tJoundarteT^ 
inje cMh rBgi8tew<iave l»eh altowed 99 uses fro^ 
dscountbsetasModel. Fioml2:30pmtoia0pmapl^^ 

n>o«feZ Al 1:30pm no parametere are set at aa trtll aaopnv so the cash 

tart to mo* 1. and each caid can t)e used up to a farther 99 times 

Set Active Year Numbers. 

The year raimber Is encoded on the card 88 the fouith;digil{^^ • 
hvaddtto^ 

wltortraras. and althougti you went these vte^ 

Numt>era-altaw8 yoii to decide which series (yeai) humbefs wffl be 
r-\ y«'«'^»«>'e'V4o10.year.numberev^atonceta^ve^^ 
Q categofy of equipment, or none, or any partfciHw' numbefs yeuSSSeSr elS^ - 



2® SecUon2 



ComputaGame Bi Set Systeim Master Parameters 

Saftvrare Manual 



The screen display looks Oke tbis... 

Current Year Nunbers 



Machine 


Year Numbers 


Type 


0123456789 


Computa Gold 


0 4 


Cash Registers 


01 


Poker Machines 


0 2 



The AcBv9 Year Numb&rs screen display. 



Upon entry to the. Set Active Year Numbers optbn the cursor vdQ appeared 
Computa Gold machine type in the 0 place. 

If you hotd down the open-apple key and hit S you wiB see the Figure 0 appear in this 

space. You can select any new year number(s) you wish to set by moving the cursor, 

using the left or right anows, to the <bnred posftioa and en^ 

applets. Ycu wiD see the appropriate number appear in the fteld.^ every tocation you 

selecL 

To rernove a number, rnove the cursor to the spot and type operv-apple/C. In other 
words, anywhere you stop and press open-fiV)pte/S you win acthrate a 
and anywtiere you stop and press open^appleC you wifi deadly 
' To get from Computa 6old, to Cash Registers to Poker IMachines hold the open-apple 
key <bwn and pcess tine left or right arrows. 

ff the cbtr^er beeps and stays in. the "Set Active Year Numbers" option, a mistake has. 
been macle and the cursor wIO autorhatlcany'gb to thelieid wiiere ttie error has occurred 
. Correct the ersr/, and press escape again to return to the main mena . . - 

In summary 

• Key6-S To set the value at the cursor position. 

• Key 6-C To clear the value at the cursor position. 

• Key 4-, or To move cursor tocatlon within the field. . 

• Key 6-4-. or 6-4 To change fields (Machine types). 

• Key'Esc^ To return to the main menu. 
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Block Sat Caid. Values. 



Block 


Card 
Value 


Card Numbers 
From To 


Reset 

Session/Date 


Reset 
Value 


Block 

Nsme 


1 
2 
3 
4 
5 
6 
7 















77» 'Btock Sef Cam Values' screen format 

There are going to be times when you wm want to issue caids to non ineint>ers so that th«»/ 
ceaplay your poker iradiines and paitidpate m thepronvZe iSS 

™! ^ opflon atows you to set the operating paiameters for an entire 

^lSS?'!.5°"L'* '°'*«f*^-«n«^s^romtt,fenurrt,L-tolhatn«S^ 
active unto this date and everybody in that group will be.called Srtsilof- orwhatevST 

l^r way of using «ie fadfily Is to issue pre^iumbered cards in numerical onler and 

^^S^T^^^^^^^^^^"^^'^'^' in this way. cards rSy^e^ed 
'™**' " 3 and after the expi^ 

^tof^tCardValuesMeaturecanbeusedtoresetanT^^ 



Deflnioora : • " 
BLOCK : 

iS^'tJ^lit^^^P^I that can be individually set allowing you.to set various 
card groups in advance, le.; monthly visitors cards, pending bus anSate .eta 

CARD VALUE: 

The card value Is entered es a rnimber (0 to 9) where • 

0 - CardObabled. . 

1 = Normal benefits of card use apply. 

2-4. DlgSactsasamulllpDeronpolntsAwnusBsetc. earned or awarded.. 
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CARDNUMBERS: 

The last Rve digits of the card number/8. 

RESET SESSION/DATE: 

This must be entered in the fomiat #/pp-MM:YY wh9e#s the timetable session 
number. 

* On the first use of a card after lb resrt parameter Is met ttie Resrt Value replaces 
the Card Value. 

' Resetting the card value to 0 (toes not destroy the records maintained isn the use of 
the cards, so any ^layer.wisHng to transfer Ns accumulated bonuses to fuS . 
men^rship or extend replaying period can be accommodated • 
Meiratively, optton "K. Reset Member Files" fai the rhain menu could be used to 
totalty delete all reconls for those card numbers. 

RESET VALUE: 

This value (as described under Card Value) is the value that the card wD revert to after 
• the expfey of the reset ttate. 

BLOCK t>IAME: 

This a 10 character text field into which you can enter a name for the block set for 
exanpte "NHsltW. ThBblocknarmemeredwinbeusBdasthe*Prsfemarne*onan 
screen displays where the card is used except where a card number On the blodc set) 
relates to a member fUe where a "Prefername* has already been set : in which case the 
file."Prefemame" Is.wed. 

Please Note :. 

When you enter Uiis option the Values loaded the last time this option was used wU be 
' displayed. 

Should you wish to edit this screen it Is a good Idea to print the existing screen for 
reference, by keying 6-P before you edit. In case the InfbanaQon needs to be re-^ered 
(H those same cards are stm in legal use). 

If you proceed to alter or add anyU^g you win be prompted with the screen display : 

•You are about to Erase a current setting. Do you really mean to 
do this ? Y/N.* 
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This wandng screen m be displayed hclependenOy for eadi Block (line) you ecft and . 
your response wiD ten the computer whether or not B needs to do a Blodc Set procedure 
when you exit this screen. A Btock Set procedure can take some time, partio^arly a 
large numl>er d cards are Involved, if you have proceeded past the viraming screen ar^j 
for example you realise a promotton is due to start and you need 
oomputo* : to avoid havir^ b re-boot to gain control you can minindse the ttne factor by 
siting the card range Invoh/ad to a very smaD figure, say 1 card, then when you exit the 
Btock Set wD stBI take place but you wiB have practically ImmecMeoontn^ Youwillof 
course have to return when the time to avaflable to peifbrm the Bk^ 
card range. 

If you are erasing a oment s^dng so that you can revise those fDes for new membeis or 
visitors : R Is good practtee to check that those canl numl)8r8 have ^ been reset 
that any points or borajses prevkKJSly won wfll not be Issued to the new pta^ 
See section K. Reset Member FDes". ' 



Exit from this option ^thenorrnalfashlonbypressingthe'esjcf key, atvMchfirheany. 
settings made wfn take bnmedate effect 
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E. Set Poker Machine Parameters 

• The Confute Game Pokar Machine UnK Is used to provide promotional incenUves to your 
poker machine players, wd to automatically retrieve data on the use of these machines. 

Incentives can be linked to ooin^in or ooln^ perfornunca, or , 
as t>6lng offered on e random basis. 

. To parttelpate in the game players mist bisert their card into ttie unit besUe their machine 
v/here they wm be greeted by their own name and noffiied of wimftig events as they occur. . 

The combination ctf incentives available covers nearly every form ct promotkm yoii can 
imagine. You can deviseyour owner choose fnm a range of proven ideas» samples of 
which hava been provUed in sectk>n 3 of this manual 

.The parameters.fbrfhe operalbn of the Poker MacMne unS are oontroDed by the master 
tim^able In ooniuncHon with the foDowing options which you wffi see on ttie screeri as you 
eitfer the *Set P/M Etonus Parameters* optton. 



desi gn P/M Interface . Screens 
Design Cash Centre Screens 
Set P/M Bonus Paramet^ers 
Set Bonus Cash Parameters 
Save Poker Machine Meters 
Set Archive Times 



77ie ^ef Poker Machlrie Parameters* optfon menu dZspi^^ 
Design P/M Interfile©. Sgreens. 

There are 15 separate funcUonai responses for which pfogrammabiesdreen deigns are 
pmvkled. These screens dkMT you & ekplalnlo ybtf 
how to play. 

There are a rumiber of "KEY" words that can be used in oonjunctbn with these screens ki 
additton to the words that have been detailed befbreL TTw complete Ustcf these words ts: 
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PREFERNAME 

If this word Is typed Into any screen In such a way as the entire word fits within the 
boundaries cS that screen, the display wm sut}stitut0 the prefeired name from the 
memtwshipflla for that player In this place. Ifnaname has been recorded for this player 
the preferced name from member number 0 wB be used instead, in other woids HI 
PREFERNAME becomes HI Bta In actual use. 

APPROPRlATEjnWE 

If these words are typed (Indudfrig the underfine between them) the displav wlfl substitute 
the time of the beginAig of the next active session, or the time of the next valid sessiofi 
for that player, whichever la apprepffate. 

* @ . . 

Whenever this syrvtod Is used the age code for that player win be substihited In fLs Diat^ 
. This code b: . ^ 
As '18*21 years.old D » 35 -45 years dd*^ 
B B 21 - 25 years old - E » 45-' 65 years old 
. C s 25- 35 years old F « .65 + years old 

KEY_NO . 

Whenever you want the actual card numl>er of the player to be displayed on the screen 
keyjrio win substitute file last sb( digits of that number In ptaro 

IVAL 

This word means immediate value. When used with the Polcer Machine unit ft win caiisa 
. tiie value of the points that have been won.for a s&igte event to t)e displayed, le.; 
Congratulations prefemame you have Just won "IVAL* points. 

CUVAL 

This word means cumulative value. It is used as a method of displaying me total value erf 
a players score la: you now have *CUVAL* points. 

NEWKEYWOFODS 
•. . .B.CASHJW 

The use of this phrase (Bonus Cash Before Wlthdrawai) entered as above win cause the 
' cunnent total of a player's bonui cash account to be displayed^ - — 'r-«*r— 

The P/M Inferface Screens. 



There are 15 separate screens for the Poker Machine Unit 
Below Is a Hst of aH th^e screens, what they do. and their presets. 
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Screen 1 - Paging Message 

The paging message screen Is used to notify a player of some speda! message that 
applies spedfically to them. It Is activated from the membership file for each member 
arid Is displayed on the first use d the card at any device on the net«rarfc 

. If the first networtc device used Is a poker machh^ 

displayed as a player removes their card from ttie uriL 

Once the message has been shown RwHl not be displayed ag^unl^ met 

The same Pa^ Message screen Is used for all messages, so It Is best to phrase It 

faMygenerdly*' 

The presd scraen reads:- 



THERE IS A MESSAGE 
FOR YOU 
PREFERNAME 
PLEASE SEETHE 
ATTENDANT AT THE 
RECEPflONDESK 



Screen 2 - Waiting for Session 

This screen Is displayed vwlh the advertising sceens when there are no acbve 
promoBonal sessions In progress. It can be used to explain that the unit is not 
operational at this tlme and Worm the player of the time of the next "acOye" sessloa 
The i«8et screen reads:- 



SESSION 



NOT ACTIVE 



PLEASE COME BACK. 

APPROPRIATE JIME 
FOR YOUR NEXT 
CHANCE TO WIN 




Screens - Greeting Screen 
" thls scTBen is abp displayed with tiie advertising screens but vifhne acnve" piumMuuiwi • • 



Advertisement 1 - Greeting screen • Aoverosemeru ^ - oiotsuiiy --r»w^^«-«.. — 
3 r Greeting screen • Advertisement 1 etc. and Ws sequence wBI be httenupted as soon 
as anyone uses a cartL 
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The peset screen reads: - 



: WELCOME TO 

COMPUTA GAME 
INSERT YOUR CARD 
TO PLAY THE GAME 
HAVE SOME PUN 
PUYNOW 



Screen4 - Advierfisement 1 
Screens - Adyarfisement 2 
Screens - Advertisement 3 

The advertising screens are bi use at all times when the machine Is not adually being 
played. They are there to give you the oppoitunify of pifomotingeny events that need 
pubficndtSlcatlon: Eg. "B^eveiYTuesday 11.00 am* 1;00f»n'dc. 

There are no presGte for these screens. • 



Screen ? - Invalid for Venue 

If a card from any oth^ venue is used at this reader it wQI not pay any promotional bonus 
ataL It w3l respond tp the card with whatever is wrfien on this screen. 
The preset screen readst- 

' SORRY 
YOUR CARD IS 

NOTVAUD 
AT THIS VENUE 
WHY t40T JOIN 
THE CLUB NOW? 



Screen B - Inactive Card Series 

' CaCh year %h6 player's card is encoded vjfih a ysar numt)er tfiat tells the compulerttiat'- • ;* •V. 

the card is valid for that year. As new cards are Issued fbr the naxtyear the option is ^ 
available in 'Set Active Card Series* to make the old card InvaBd A card w«h an InvaM 
number encoded on It wBI cause the Computa Game unft to respond w9h the *lnacdve 
Card Series" screen display. . 
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The preset screen reads:- 

YOUR MEMBERSHIP 
HAS EXPIRED 

PLEASE CHECK AT 

THE FRONT OFFICE 
THINK OF ALL 

THE ADVANTAGES 



Screen 9- Card Value Zero ^ ^ a. - . 

If a card Is losL orthe dub virts^es to de!ft>erately disable a player's card, the card value 
lorthatplayerlsrnadeVtattiernernbershlp fBe: When Ws Is daw flwi Card Vakie 
Zero screen wOl be dlsplayed when the card Is used and no beneffts wfflbe paid. 
The saine screen b used when a player forgets their 1^ 
be InyaDdated by entiEHing an tnoorred mimber 
The preset screen recads: - 



SORRY 
PREFERNAME 
YOUR CARD HAS 
BEEN DISABLED 
PLEASE SEETHE 
OFFICE ABOUT IT 



Screen 10 - Normal Card In 

Each time a card Is Inserted Into the card reader a personal greeting screen can be 
displayed. TWs screen shows the pl^thal^^the computer knows tt»y re there arrf has 
logged them In correctly. You can also display any prBvloi^ 
their starting score, or perfiaps explam what they can wt^^ 
The preset screen reads : 

HIPREFERNAME 
NICE TO SEE YOU. 

- • • » YOUR TOTAL SCORE • vwHr-. .^.^ . . . 

IS CUVAL POINTS 
PLAYONAND 
KEEP WINNING 

If a player Inserts their card Incorrectly (ba(* to front, upside down, to^ 
the anil wia reject the card wRh the toed display : 

BADREADI 
RE-INSERTCARD . 
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Screen 1 1 - Bonus points Earned 

During most playing sssslons points can be won for combinations of ooin-in or cohvout 
performance. 

TWs screen occurs at every occasion wtiere points are won and allows you to explain to 
the player wti^ he has won and If you like, why. Aimesame'timeasthemessageis 
being diaptayed the spealcer wiD beep and the message light wOl flash, to attract the 
attention of the player, and oontbnie unto the entire message has ended. 
The preset screen ra^ : 

CONGRATULAHONS 
PREFERNAME 
YOUHAVEJUST 
WON IVAL POINTS 
YOUR SCORE IS 
NOW CUVAL POINTS 

ScrBen12 - Nonnal Card Out 

Thb screen fe displayed as a card Is vwthdrawnfr^ It can be used to sttou/ 

the player how many points they have at that time, or teB.them how to redeem them, or 
Just to thank them for playing. 

There b no beeping or llgtt displ^ to accorhpany tISs scre^^ 
The preset screen reads : 

GOODBYE 
PREFERNAME 
YOUVE WON CUVAL 

POINTSSOFAR 
COIXECTTHEMAT 
THECASHCENTRE 

^ Soreen 13 - Bonus Available at Card Out 
This screen wOl be displayed as a card is withdrawn from the reader If the player has won 
a random bonus prize. They may not have noticed the bonus prize as ft was awvanied 
arid so this screen is provided to remind them that prizes are owing. 
It can also be used to show the player how many points they have at th^ time and tell 
. . . - . therniinw to rednem them,' and the unit beeps and thaJob^s fbish fnjnstirA.^iicA mvi fVvi:t 
mbsftaseoondthna. 
The preset screen reads : 

* . DONT FORGET 
YOUR BONUS PRIZE 
COLLECT IT AT . 
THE Q^SH CENTRE , 
COME BACK AGAIN 
SOON PREFERNAME 
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Screen 14 - End of Session - No Bonus 

If 8 session goes from 'Active" to 'Not Active' whHe a player has their card inserted in 
the reader mWs and bonuses wrfll no longer tjepakL Depending on the drcumstances 
(dirt) Is atxM^ to dose, or Just nottvlng avaBable at Ws time) displays can be designed to 
ten the playerthat "they may continue to play the poior machine ff they Bee but no more 
bonuses wUI be pakf, efl-'go home please". This screen comes without beeps and 
flashes and wBI only happen whan a session changes to "Not Aeflve . 

The'preset screen reads : 

ENOOFSESSIONI 
PREFERNAME • • 

YOUCANPLAYON 
WfTHOUT BONUSES 

NEXrSESSIONAT . 
APPR0PRIAT1J1ME — 

' * * • . • . 

Screen 15- End of Session With Bonus 

As In screen 14 above a player may be using the madiine while the sesstan hens Not 
Active-. The wily dBferenca is that 8 players have any boma prizes due to them, tws 
screen can be used to remind them to collect th* prize. 
Beeps and Flashes accompany tt«s screen display. 
The preset scre«i reads:- 

ENOOFSESSIONI 
NO MORE BONUSES 
DONT FORGET YOU 
WON SOME ALREADY . 
COLLECT THEM AT 
THE CASH CENTRE 



Changing ttiaP/Minterface Screens • . 

New tnat you have some Idea of aD of ihese fundions you wffl need to teuw has? to^ch-nno 
the displays and set them up the way you want them toappear 'n j^*' 
When you enter the Design P/M Interface Screens functton you will see ttw fbllowlng. 
. display:-' 
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Screen 1 * iMuing Message 



Line 1. 


Cf'Lrie. 


VP: 


1. 


HP: 


1. 


Message: 


THERE IS A MESSAGE 


Line 2. 


CPL:1«. 


VP: 


3. 


HP: 


1. 


Message: 


FOR YOU 


Line 3. 


CrL:i6. 


VP: 


3. 


HP: 


1. 


Message: PREFERHANE 


Line 4. 


CPL:16. 


VP: 


4. 


HP: 


1. 


Message: 


PLEASE SEE THE 


Line 5. 


CPL:l(». 


VP: 


5. 


HP: 


I. 


Message: 


ATTEHDANT AT THE 


Line 6. 


m :16. 


VP: 


6. 


HP: 


1. 


Message: 


RECEPTION DESK 



The" Design P/M iniarfacQ Semens" opiton display formal, (Paging Message screen 
Shawn). — 

The first screen to be displayed at entry to the fiinctbn is Screen 1 - Paging 
Message. . ' • * 

Key T or J. to step sequentially ttirough the avaflable screens. . 
The cursor win appear in the Line 1 CPL field at entry toany screen. 
Key 6-4. or'6-4-. to change fields as usual. 
Key or to move the cursor about wfthin a field. 
Edit existing entries by typing or spacing oyer them. 
Key 6-D to pre\^ew the message display, (ti^s key set functions as a toggle"). 
Key 6-P to print a copy of the atxxve option screen and settings. 
Key "esc* to return to the Poker Machine Parameters menu. 

CPL and VP (characters per line and vertical position) : are not used for creating tiaxt oathe 
Poker Machine unils« because the format for this screen is a 16 character by 2 line Liqi^ - 
Crystal Display.. 

HP : means fprizonlal position and also contmls the positk>n of the text on the screen. 1 1s 
fun left and 16 is fun fight • 
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To design your own screens : 

* Use the up/down arrows to step to the screen you wish to design, the various 
scteens wffl appear sequentiaRy as Osted on the previous pages. 

* Move the cursor to the Une 1 lilessage field, leaving the hortzontal positbn at 1. and 
typeinvtfhirt ever youwant up to 16 characters, say "HexOV Youcanedftany 
mlstaices by moving the cursor to the enor ard typing or spacing over it 

* 1^ hoid down the open-apple key end type D and the computer wiS dispiay what 
that wDloolc Dice on the CornputaReglsta screen: HELLO wD appear herd to the left 
of the top fine of the screen. 

' Of^n-epplejfD again t»dcto the setHtp screen and aiterthe HP to 
Togc^e open-appteTD to have a kxsk and you wO see HBJ^ 
screen. . 

* Now move to Line 2 arri repeat the process to enter your nextjne of text 

* important t 

It is Important to rem6mt>er that the player wO sea these screens as sequences of * 
two line messages, so try to phrase the text so that each two Ones make sense t)y 
themseh^es. You can use upper or tower case and most of the symbols on the Apple 
keyboanl Experiment wito the posittons and phrasing of the text unffl you fe^ 
to write a few of your owa 
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Design Cash Centre Screens 

There are 16 separate functtona! responses for the Cash Centre for which programmable 
screen designs are provided In this way aO visual oommuricatbns can be formatted 
Indh/iduaBy.for each yemie, and you can dictate the way 4n whidi you want yotir members to 
uselheunft. 

As before the same "KEY* words (hat are used for the Poker Machine unft can be used on 
the Cash'Cenlre. These are:* 

PREFERNAME 

If this word is typed into any screen In such a as the entire wonj fits within 

boundaries of that screen, ^ display wBI substitute the preferred name from the 

membership ^e for that f^yer in this place. If no name has been recorded for this player 

the preferred name from memt>er number OwiO be used instead In other words HI 

PREFERNAME becomes Hi BIIX factual use. i 

APPROPRIATEjnME ' \ 

If these words are ^ped (hducfing the. underline between them) the display wiO substitute 
the time of the beginning of the next acGve session, or the time of the next valid session 
for that player, whicheva- Is appropriate. 

@ • '. ' \ \ 

Whenever this symbol is used the age code for that player wHI be substituted la it^ place. 
. This code is: . 

A a ie -.21 years old « 35 - 45yearsoM 

B = 21 •25yearsoid £ « 45-65yearsold 

C = 25 r 35 years old F = 65+yearsold • 'I 

key.no . . ' ! 

Whenever you want the actual card number, of the player to be displayed on the screen 

"key^* Oncluding the underline) win substitute'the last sbc cfigtts of that ninnber in place . I 

of these letters;.. . I 

K 

Means points before withdrawal. When tt^ you use this key word ftndude the underCne) C ^.^ | 
the number of points in a players account before any withdrawal process win be - . | 

substituted. For an example see the "Screen 12 * Credit Points WithdrawaT preset in the 1 
following pages, . ' . * I 
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PT WDL 

FoTfMs keyboartl win be substituted the actual points value entered by a player during 
wfthdraw^ It becomes Bee a hrt screait In ottierwords where yoo .use this keyword 
(hdude fte umlerilne): far anybody ustng the Cash Centre, the amount of points they 
want to wfthdrawwffl be displayed on the screen es they type thena Forcxamplesee 
the presets fbr "Screen ir and "Screen 13" fotowing. 

Means points afterwttidrawk When arvl where this keyword (underline included) Is 
used the Cash CentiB screen wil display the points balance of the pia^ 
a wfthdravral le.8hoi^they proeaedwfththav^^ 
have entered Eg. 8ei» "Screen ir preset h the folkiw^ 

New Key Words . 
B.CASH^W . ■ ' 

The use of tti^ phrase (Bonus Cash Before Withdrawal) entered es above wQ^ 
cunent total of a player's, bonus cash account tD be displayed 

BCJWDL 

tf you vrant to display aia amount rf the wBhdrawal on fte screen of the Cash Ce^ 
It Is prints this abbreviation of Bomis Cash Wfthdraural wil 
. wfthdrawai to be displayed on the inonitor/How^ 
value of the wtthdrawai as ft Is detemiined tiy "S^ Poker fJiaMM Parameters/Set Bonus 
Cash Parameters - Cash Centre Umir, so ttie use of this Icey word wID only show a 
different value from their account total if the Cash Centre Umit fs less than their aiccount 
total 



0 



E11i 



Seetton2 



ComputaQame 
Software Manual 



icl? 

E. Set Poker Machine Parameters 



The Cash Centre Screens; 

There are 16 separate screens ftsr the Cash Centre. 

The foDovring Is a fist cf eOrf the screens, their functions, and presets. 

. Screen 1 - Paging Message 

The paging message screen is used to notify a player of some spedsd messsge that 

apples spedftcaOy to them, tt is acttvated from the memt>«sh$pf3e for each memt>er ' 

ami is <£splayed on the first iise of the card at any device on the netwmk. 

Once the message has been displayed tt win nc4 be dtspiayed again unless reset 

The same Paging Messagie screen Is used.for an messages so ft Is best to phrase it fairly 

generally. 

The preset screen reads: • — 

THERE IS A MESSAGE 
FORYOU 
PREFERNAME 
Pl£ASESEETHE 
ATTENDANT AT THE 
RECEPTIONDESK 



Screen 2 - Waiting for Session 

This screen Is only displayed on the Cash Centre when the network itself Is not ki 
operation. 

The Cash Centre is designed to be orvline in an other circumstances, including "AcUve" 
and/^lot Acth^* sessions. While Ms screen is being (fisplayed ttie uriHwiB not respond 
to a card usage at aL 
The preset screen iBadsr - 

SESSION 
NOT ACTIVE 
PLEASE COME BACK AT . 
APPROPRIATEjnME 



Screen 3 - Greeting Screen 

This screen Is displayed with the advertising screens at an times whQe the network Is 
amning. 1t Is bdng Gonstentiy rotated Greeting screen- Advertisement 1 « Greeting 
screen - Advertisement 2 - Greeting screen » Advertisement 3 » Greeting screen - 
Advertisement 1 ete^ and this sequence wifl beMenupted as soon as anyone uses a 
card. 
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The prestf screen reads - 

COMPUTA 
CASHCENTRE 

INSERT YOUR CARD 
TO 

• COLLECT YOUR BONUSES 

Screen 4 • Adver^sementl 
Screon 5 - Advertisement 2 

Screene - Advertls«nent3 . . ^ ^ ». ». • 

' Tite advertising screens are In use at afl ernes when the machine b not act^ 
played. They are there to give you the opportunity of piDtno«ng aajLeverts that need 
putilcnotffkaftm. E9.'Bliw> weiyTuesday 11.00ain-1.00{»nreta 

There are -no pres^ for ttiese screens. 

Screen? - Invalid for Venue . ^ ^ 

If a card from any other venue Is used at the Cash Centre It vkB not t>e aaowed access to , 
ttwnetwortc it vrfn respond to the card v<lft whatever Is written onlhls screen. 

The preset screen reads: • 

• • SORRY 

YOUR CARD IS 

NOTVAUD 
ATTHISVENUE , • 

Screen 8 - Invalid Pin Number 

Every card has ah assodaied PIN numtjer. . * • . . 

TWs number Is preset to four.zen« (0 0.0 0) for valid uroaal 

diang^ their rtjirtiw IJyfltst entering th'tf^^ 
iO harwthersetoffburdlflasandhltting-ENTer. \ 

Vi3f If iomeOTefaraefe their I* number, and enters an incorrect pin Bte screen display ran 

tie used to ten them th* numtw b wnongi if the wrong numiwrls used more than five 
«mes consecutively, the card wffl aiiloriaficaDy be InvaBdated, and wffl nrt 

untDrevaridattfdbythedid). , • 

- . . The preset screen for ttds message Is:* 

WRONG PlM NUMBER 
PIJEASE TRY AGAIN 
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Screen 9 - Card Value Zero 

If a card is tost, or tha dub wishes to deiberstely cHsa^^^^ 

done by makhg the card value for that play«'-0' In IfBiIsisdone 

the card virfD no longer entlUe the player to any benefits and so this scree 

dsplayed. . 

The same screenviffl be used when a player foig 

card to be InvaOdsted by entering an moonectnumber more than five times. 

The preset screen reads:* 

SORRY 
iPREFERNAME 
YCXiR CARD HAS BEEN 
DISABLED 
PLEASE SEE THE 

omcE about.it 

Screen 10 • NotWng Pending V 
The Cash Centre can be used at any time when the netwoik Is ninning to check scores 
or wfthdraw bonuses. Thmdoesn1meanthatthaBisaJwcyssometh^duetoaplay& 
and in those cases where nothing is due this screen win be used« 
The preset screen reads:- - 

HELLO 
PREI=ERNAI\4E 
THERE ARE NO POINTS 
OR BONUSES FOR YOU 
• AT THE MOMENT. 
HOPE YOU WIN SOME SOC»sl| 

Screen 1 1 Random Bonus - Tickets printing 

If random benuses art due to a player, they are autDmallcally paid in fiill as soon as a 
vafid pin number b entered. A separate ticket is Issued fa- each bonus pending, and the 
machine wlQ continue to print tickets untB aO bonuses are paid! - 
The preset screen that is displayed while the tickets are b^ 

GOOD ON YOU 
PREFERNAME . 
YOUHAVEWONA 

BONUS PRIZE 
YOUR TICKET IS 
NOW PRINTING 
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Screen 12. Gredtt Points Withdrawal ^ ^ 

After any bonuses have been paid and if the player has accurwMed some po^ 

system, the total value of tWs score wffl be displayed.. Atthb stage they can eted to 
K» points in their account and simply >«Wvliwt^ 
?JSlS!lS!^8playermusttypethen^ 
this screen Is being displayed and press "ENTER:. 
The presrt screen to describe Bib fundton Is > 

YOU PRESENTLY HAVE 
PTS_PW COItfPUTA POINTS 
TYPETHE NUMBER YOU 
WAHTTOWmORAW 
THEN PRESS <ENTe> 

WITHDRAWING:* • _ 
PT_WDL 



Screen 13 - Wlthdrawiral Conflnna8on ^ ^ ^ ^ 

Msoon as the player has enteiBdtheahKwnt they wish to vrfm^ 
(teplay this next screen to ccmfirm that no mfetakes have been ma^ 

debits their account for this amount. . 

At thUj irtage they can simply press enter again to piDoeedor clear to abort the 

transadtoru 

• Enter takes them to screen 14. 

* <aear takes them tiack to screen 12. 

The preset screen reads:. , .__....^„««.„k,o 
^- ■ YOU ARE WITHDRAWING 

FT WDLCOMPUTA POINTS 

MAWNG YOUR NEW BALANCE 

PTS_AW 

PRESS <CLEAR> TO 

CANCEL OR <ENTER> 

TO PROCEED 
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Screen 14 - Take Card with Tlcdcets 

When the points wShdrewal ticket has been printed this screen yM be displayed to infbtrn 
the playo- that his fickat has been printed and not to fcvget to remove his caid 
The preset screen reads: * 

YdURTlCiCETIS 
PRINTING NOW 



Saeen 15 - Take Card Without Tickets 

tf a player elejcts not to wBhdraw any points, they can escape from the system by simply 
imiovirig their cani. or (hey can in fact go through the nv3tk^ 
pressing eriter for screen 12 and 13 withoidinon^ Intact 
this hai% ever oociffs but If ft does this screen via appea^^ 

DONT FORGET 
YOURCARD 

PREFERNAME ... 



Screen 16 - Goodbye Message 

The goodbye message win be displayed to a player at any time during the transacfon. 
after the correct ph number has been entered, ir they remove thdr cani 
The preset screen reads: - 

GCiODBYE . 
PREFERNAME . 
SEE YOU 
NEXTTIME 



Changing the Cash Centre Screens 

Now. that you have some idea of aO of these functions you will need to knew how to change 
the displq/s and set them up the way you want them to appear in your ciub. 

When you enter the Design Cash Centre Screens functton you wO see the fbOcu^g dispt^ 
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Screen L • Paging Message 



Line I. CPL:10. VP: 9. HP: 3. Message :TH£RE IS A MESSAGE 

Line 2. CPL:10. VP:22* HP: 13. Message: FOR YOU 

Line 3\ CPL:20. VP:37. HP: 10. Message :PREFE.RNAME 

Line 4. .CPL:20. VP:50. HP: 8. Message: PLEASE SEE THE 

Lilies. CPL:20. VP:64, HP: 6. Message :ATTENDAHT AT THE 

Line 6. CPL:40. VP:78,.HP: 10.' Message; RECEPTIOH DESK 

Line 7. CPL:40, VP:89. HP; 1> Message: 

The Design Cash C&itB Screens" tf^p/ayfofmaf (Screen Ipresefs/^ 



• The first saeen to be dtsptayed at entry to thte funcQon Is Scr^ 
Message. 

• KeyT or itostepsequentially.thfoughttieavaneble screens. 
*. The cursor vvU appear b) the Une 1 CPt field tte 

• K6y6— f. or 6-<-; to change fleWs as usual. 

• Key f*. or to nHJve the cursor at)0ut >Adfhin a fiefd. 

• Edit existing entries tsy typing or spacing over thent . 

• Key60 to.preview the message (teplay. (this key set functions as a 1^ 

• Keyd-P to print a copy of the atxjveopfon screen and settings. 

• Key "esc^ to return to'tha Poker MacNne Parameters menu. 

CPL :r^ers.to how many characters per fine you want on that nne. 

Ybu can dny select 10. 20, or 40. ff you seled any other mjmlw the c^ 

at you and the cursor wffl return to the pfotdem area 10 CPL creates very targe text - 40 

CPL veiysmaB. A Dneis deemed to take up ttw entire vvklth of ttie screen. 10CPL 

creates characters big eiiough so that 10 of them fill that, entire Bne, 20 CPL mearis you - ' 

can type 20 chai^ere In the. sariie spacjB, and 40 CPL meons you ca^^ 

charectere. 
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VP : means vertical position end contiDls the posSbn of the text on the screen (1 is ttia tan 
and 90 Is the bottom). ^ ^ 

HP : means horizontal posffion and also.oontrols the position of the text onthe screen M is 
fuO left and 40 is fuD right). 



To des^ your own screens: 

OecUe which of the scrams you want to design and step to ft using ^ 
The screen number and name appear on the top line of the display a^ 
screens wfH i^ppea^lnthe same sequence as that Bsted on the preceediix) pages. 
Start at line 1 . sded a character size* say to CPU move to the next fleU select your 
vertical position, say 10; rnove to fte next fieJd select your horizontal po^ 
move to the next field and type in what ever you vi^ 

To ed3 exbttna text position ttie cuw 
new text or spaces. 

Now how down the open-appie key and type D and the compulervdil display what 
that win look Oke on the Computa Gold monBor. HELLO wDl appear up the tc^tnit to 
the left of the centre of the screm. 

Open^ple/D agein back to the set-up screen and etterthe HP to I t Toggle open- 
apple/D to have akxA and you win see HBiJO in the mkbfle of the 
doum from the top. Tiy experimenting with the character sizes and posltbns with 
Just this one word and get the feeP of what you can do with these screen displays 
Don*tforg^youcah use *.#|-^{] or anything else avallablean the keybc^ to 
help decorate the saeen if -you wish. 
Now nnove to Line 2 and repeat the process to.enter your next Gh^ 

You wfB get much c^Jicker at this as you go abhg and It is worth predis^ 
. youfeel oonftdenL You can in fact des^ quite attractive screen disf^ys, and 
rememtier that this is the first thing players wffl sea wtien they use the system. 
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Set P/M Bonus Parameters. 

When you eritorthe Set P/M Bonus Parameters opBon you wffl see t»>l8 screen In front of 
yoit 



Mode .1 




Mode 2 


• 


Hode 3 




Promotion 
Basis 


% Value 
1-9999- 


Bonus 
1-99 


(Value 
i-9999 


ionus 
1-.99 


SValiie 
1-9999 


Bonus 
1-99 


Colns-ln/Sess* 
Co1ns-ln/Prom 
Coins -Out/OrpR . 
Coins-Out/Sess 
Coins-Out/Prom 














Name of Promotion 
Use Bonus Cash Dr 


al Points 
OP Range(s) 


(14 character space.) 
No 



The Poker Madilne Bonus Parameltars opBon screen dkfiay. 

When you firat enter Wis screen the cursor' wfll appear b ttie dollar value cofris-ln/sess fieW 

forModel. The oonnalopen-appleAeR^ arrows wifl 

canbe entered hi aBfiekls far every mod&lf you wfehtohawe several 

Incanth^es operating concurrentry- How^everlf you enter a Rvalue for one Iw^^ 

promotton you must also enter the numtw of pdhts to t)e tfven away or the compijter wra 

beep anfl Murnifiale your error vrfjien you 

Set P/T« Btinub' Pfiuanli&ift^ 

PnHhotion Baste There are flv« separate Ixmus parameters fisted under. •Promotion Basis" 
that you can s^ect for each rnode of opeiaffon. Remernber.^ 
• enkedtD the rnastertirhetabiesolhat each nioda can bemads 

at cfiffermt iBmes of the day or week (see option •B. Set System Mast«^ 
• paramatars// Set Up Master Timetable //Mods-, ami the promotiona! 

.. examples In section 3). 
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Value and Sonus Tha other headings -Value' and 'Bonus" refer to the dollar value trfth« 
cdos Invested In aiioker machine beSon a bonus Is issued and the 
numberof points thatwlll.be Issued forthat value. ' • 

The system automatically compensates for 5c 10c, 20c, $1 andS2 



Cdns-in/Sass 



o 



Cdns^n/Pram 



CoarifrOui/Drop 



Q 



CoinsOut/Sess 



Means cohs^ per playing session. PdntsarfttobeglvenaywylbreDir*- 
played since the card has been inseited.. ""^8""»"rayiorcoina 

Ifawd Is remcwed and re-inserted eaherh the same machine or In 
anottar. the ptayer must accumulate the appiopiiate dollar value fiom 
scratch aEpilht>^oreattaWhgflietpolnt/8. . .-J*""*" 
Effltnple:- IpoW for every $5.00 played: If onV $4.80 Is pl^ 

Weans the points virfn t)e given away for any cdns played and an 
accumulated coins played wfO be taken Into eccoutt in calculatina the 

WJpiiato doBar >«lue before attaining their point* whether or n^ 
is removed and re-Insetted during play. Ejampta-itwIntfbrev^^QS 
Pl^ tf«Ny«4.B0.l8playedandtt;c^dbSl,J^lSw^ 
r0*Mt^only2OoertsneedstDbeplayed baforeSSi^^ 

tfyou dedde to p^r^aWs based on winning poker machha combinattons 

tiro ransKjut per drop feature alkws ypu to sated 0» doto 

vi*» before pcrfnts win be awarded. .wouiuni 

Bomple:- 10 points for every drop of $5.00 : If someone wins a drop of 5o' 
whs on a ten cent machine they wID.Win to points; If the drop Is less than 

. "°**^ a of 75 coins t^ 

» ™ 20 points eta until they get to the automatic cut off • 
value of $250.00 after wWch no bonuses win be paid. 

Points cffli also be. paid on me doflar value of accumulated payouts 

Exampte:- adrop of 2 coins on a tto cert madiine ♦ a dmp oif 10 boins + 

J^StLt S*JS« coins whfch wouW have pau points if the $ value 
nad been set to S5.00, 

Cohs-Oitf^ess meay that these wins wBI only be accumulated whOe a 
puyvtas their card in the machine. If they take tout and put it back in 
they start accumulating their wins ftpmo again. "P«««»a"n 
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Colns-OiitfProm This b the same as Colris-Out/Sess except that pays o 

.ioaccumulatBtDvrarcist)oni6polntseveniracardlsr^ 
comes backBweekstatertoitey. ... 
Example:- 10 points to every $5.00 total winnings: A player wins a drop 
of 1 0 Qolhs 4- 25 ^ 2 5 B 42 coinSi goes amy for a hoU^ 
• .bad(,8fttfViMQhtheyonlyneedtowirianoBier8«oinstorec^ 

POhhS. 

. Name of Promotional PoWs: . This flefcl allows you to change the narne of the points that 
yourplayeisaccimuMA. They wiB tie caaJled "Computa Points* in th^ 
ddaA setting. t)ut you can caB them Dazzle 
you would Dca. The ody biAaten is that the total lei^ 
cannot exceed 14 characters. Changing Ms field only affects the name 
that te pfWed besWe the fX)W value <m the ticket that Is is^ 
CashCertna. Remember that any crther reference tcrthe name of your 
points vAI have tieen made In the Design PM Interface Screen and Design 
Cash Centre Screens, and these should aa t>e the same es the name you 

caD the points liere. - 

Use Botus Cash Range(s) - Yes/No. b^o- • 

This facOtty lets you associate the Bonus Cash Payout Range settings to set the range RmHs 
fbrCdns-oul/Diop. ifthlsposltonlssetto'Ves-theripcAitsorscreenlxmuseswaion^ 
avrarded If th^ (aB l)etween the upper and lower Umils set by the Bonus Cash Payout Range 
parameters. 

SCREEN BONUSES 

A Computa Game "Screeri Bonus" Is an awanl that can be paidlo players dlrecHr. according 
to their pierformance on a poker machine* 

The bonus can be anything at dl . as long as K can be described fri four Bnes of 1 a charMters. 

TheiB are four screen bonuses A, B. C, & D. These share the same definiton with Random 
Bonuses, so In fart a screen bonus 'A** Is the same as a.iaii(^ 

method of distiftKitlon. 

Screen bonuses can be awarded for on the same baste as.polnls for colns^sesslon, coins- 
Wpiomc^ coins-oul/drop, co'ffBrCUt/sesston, and cdn^ut/pmmoObn. By placfrig any one 
of the letters A - D in the bonus column alofvgside the appropriate pmmoBonal basis you wDI 
cause that screen to be displayed to the player every^time those parameters are me^ ^ - . 

Screen bonus^ win operate on their own wfttmut the need to have points awarded a* the 

same tinw., BTttJ although only OTe bonus may be awarded for any one pro 

posstole to have cffieroTt bonuses being awarded • 

*• up.-.. . . • ' . 
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How often a screen bonus is awartled Is determined solely by the number of times caid usinc 
polcer machine players achldye the parameters set There Is a Imit of one screen bonus for 
any single event, so that for Instance V you have a decided to Issue a **Champagne 
Breaktasr for aD drops of $100 or more, and a playerwins a drop of S500, that playerwiii be 
awarded only one breaMasL * 



Below is a Polcer Machine Bonus Parametos Screen set up as you might use IL . . 



Mode 1 ' Mode 2 Mode 3 



Pr&iDotlon 
Basis 


i Value 
1^9999 


Bonus 
1-99 


{Value 
1-9999 . 


Bonus 
1-99 


(Value . 
r-9999 


Bonus 
1-99 


Coins- In/Sess 
Coins- In/Prora 
Coins-Out/Drop 
Coins-Out/Sess 
Coins-Out/Prom 


5 


2 


■ S • 


• 4 


5 

100 


2 
A 


Mame of Promotional Points 
Use Bonus Cash Drop Range(s) 


Computa Points . 

No ' ■ ■ 



• During ail sessions entered as Mode 1 on the master timetable the poker machine units 
. wID pay 2 pc4nt3 for every S5.00 played, allowing the caid to be nri^^ 



machhe wShout penalty. 



■ • During Mode 2 sesstons the unft wi^ pay 4^polnts for every $5.00 played. 



• During Mode 3 sessions, 2 points will be paid on S5JX) coh-in as weU as a screen tionm 
*A* t>eiRg awarded for every drop of $100 or inore ort aS machine 



bonus cash Dmfts. 
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Set Bonus Cash Paremetera. 

m screw sets me range forme payouts that are to be doubled 

There are 6igw categortes that can be set. glvhg Vtw the^B^ 

3S(SSofeS^tortnachlnetDmeove«0pn)mrtB^ 

?*bdonelncor^unctonwfmme1nstaIIAnewScw^ 

poker machine. 

When you select me -Set Bomis cash Pawneler8-optt>nmbb 



Machine 1 
Category 


Payout Range 
Coins . 
From 


To • 


A . 






a 






c 






b 






E 






' F 






6 






H 






Bonus Cash Ljinlt 
Cash Centre Unit 
Bonus CasTi Payout. . . . 


SI.. 

SI.. 

xo.:. . 



The (PiW) B6m» Cash ftraniflte/s, bpt^ 

'. • Notmal key sequences apply to tMsoptkm. 
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Machine Category : The categories ere preset as Bid letters A 

You cannot c^gettiesefbced category defiriKkmbec^^ ' ' 

used elsewhere in the prDgram to define the range of p^uts you want 
to vary as you have set them In this optioni 

The reason you need to have so many cSfferent categories is becai^e 
th£ paying cornblnations ctf^ur polcer nmddnes dBfer greatly a^ 
vary aB pays torn $10 - S25 may be fine on e ten cent R^he 
would cost a fortune on a $1 or S2 machine. 

PayoutRahga : The cursorwO appear elort^e'A' in the Tiom' column whan 
screen Is first displayed. 

You c^ enter any f^ure from 0 - G999 coli^ before nundng to the To* 
o^iurnn to set Bie rnaxirnum value payout fiv ttUKt category^^ 
If for oxampte you entered 100 In the Trom" column and 
cotimn : ttte result wch^ be a category thatwould vary aD Jackpots or 
drops from 100 to 600 coins for m»:t^es set wfth that category 
(regardless of whetherthey area 5c, 10c, 20Pi $1, or $2 inachkm) by 
the addition of a* bomjs cash payout, the size of which is set by 
CastiPavoul%-: 

Nrnnatfy the payout range settir^ are stilct in that ^^meone wi^ 
drop oubide the range set no Bonus Cash payment wiQ t)e made. 

Payout f^ge CDp: However, you can make any of the machine categories *conllriuous' by 
ttie entry of a 'C* aftff the figure ypu have ertered in the 
that category/ TlUs category w!D now accept and pay bonus cash m 
' . coin drops t>eyord the vaiij» set in the nro'cotuin^ 

value In tenns of the bonus cash paid. The kawerOnA set in ths Trom' . 
column stm applies. 



. BonuB Cash Uniit :.. Normany the start and stop times for .bonus cash to be issued wQI be 
determined by programming these sessions Into the nu^ 

© (using •B* alongside ttie mode value fbrfliat session). 
. ' .»^yj*««?nna«?nRterboraisGash^^ I 
session to finish as soon as ttie lMt has been reached This *: « ' 

t>efore the actual sessbn has ended deperuling on Oie nuinber of ' ' 
* payouts and the vahia of the lim& : % 

If this poirn is reached the la^ bcktus cash Issue wOl be the one that 
taices the total value past the nmft value, Therefore, in cases where the 
Knift is reached, the vatoe of the bonus cash issued win ahrays exceed 
the fimft value by some sm'al amount * 
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Bonus cash sessions do not mean that the nnaximum value must always 
be paid, since they can only happen when an appmprlats combination 
occurs on a p(to^ machine, and the maidmum value win protect you ' 
from going over budget 

Bonus Cash Payout % : This variable affects the degree t3y which you issue the bonus cash. 

If the percentage were set to 100%. then a drop of 100 coins on a ten 
cent machine would be matched.by a bonus cash paymffit of SI aoa If 
. tbe^^ereentageb set to 30% the payment would only .be'$3.00,^ 
was 220% the payment woud be S22.ao for the same drop. 
Anything frm 1% - 250% can be seiected, but paymei^ 
rounded down to the nearest fiy^ cants where required. 
If a payment Is calculated as less than five cants It win not be Issued. 

Cash Centre Uinft.: Bonus cash^Uck^ are collected from the Cash Centre as are an other' 
; bonuses awarded by the system. Every pt£|yer's boruis cash Is 
acojnnttlated in fheirfile as It Is wm arid so their total cash' v^ - 
paid grows with use. . . ■ - . 

As soon as they Insert their card Inb the Cash Centre aO accumuiated . 
bonus cash wD be paid as one total vsAie, I& a player has won a 
$5.00 and ii $5a00 in bc»us cash, they wiB BUlonfiaficaBy reo^e one. 
tldc^ wRh the total value of S55.00. 

The maniidmurh tidcet value alksws you to detern^ the highest value of- 
any single ticket you want to be printed SoV thtsOmftwassetat 
SSaod, the player above would ^e received only $50.00 wBh this use 
of the Cash Centra and would ooBect the rest the next time he/she ised 
themachlne. 

The maximum amount of Borius Cash ttiat can be wfthdriawn at any one 
tlmels S25Q.OO. . - 

Save Poker Machine Meters 

. This op6on saves the meter reacfings. currently in the computer's memory, to disk. 

When you seled fHs option the following warning screen wOl ap 

DON'T USE this option. UNLESS the Host holds 
-s complete set of valid readings In .its. memory . 

Press- <ret:urn> to proceed » or* <escape> to "Set P/H Parameters* - 
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Saving thapotermachinam^rebeffecthmiy a If 

this feature bsaleded sdi real time data dlspl^ . 

is running wD IM lalaBve to these newvahfesL 

The feature' can also t>8 used ff the current meter values are Infeopardy. An example of 
this woukf l>e a firmwva (fPROM) change on the bistaflafion^ poker machine units, or a 
battery replacement on t)oard a pc^rnacMnQu^ In these drcumstances, if current 
meter values were held at the h<»i computer, these vahies Would be au^ 
transmBted to the unit(s} as soon as power was restored and the network was ninning^ 



SetArdthraTbnes 

ThbopHonaBawsyoutosetupautoriiafcarcfMigdyourtneterre^^ ' 
When you seied "Set Archive Tlme^ the foDcrvring screen wOJm tSsplayed: 



Bank 


Archive. 


No. .■ 


Time 


1 




z 




3 




.4 





TTia "Ant^, Tbnas'opttinscnMn fbriTtaL 
Normal key sequences apply Idt this option. 



Bar* No. : The various poker machlries on the network can. be ffi \ " 

four groups or t>anks. The "Bank No." of a pokeir machine is set tjy 
the 9th digB of the •Machine ID* arid is. concurrent with the 
of the docket printer that the Jadcpot and Cancel CredK vb 
gmerated for that poker mad^, wiO be directed to. For lh4addne 
id:: • . 

aae 'H Corifigura Scanner Stalbns// Define Scanner Gn»jp 
Names'^ * • • 
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Archive Time: The figure In this a)iumn sets the Bme at which the metera the 
poker machines assigned that IBank No.* wBI be archived. 

The desired archive fime must be entered In 24 hr. format (four 
digits). 

For example : 11.30 pm » 23.30 his. (enter 2330) 

2.o6am » Q2.00his. (ent^0200) 

Laave the space blank 9 no automatic archive is desired fbr that 
. bank. 

* Theprtmary use of these meter archKres Is as a base figure for the caioa^^ 
the "Provlston^ Netr f^fUTBS display«J In the nei»^ 

* There Is only one oemiplete set of archived meters, which tsiime coded. 
Each succes^ araih« wPI oveiwrlto (the 

* The disk space used by the'Save, Restore/and Archive options Is the sama 
if you wish Id view or print tte last an*h«d stf of metera : use ttie 71^^ 
Poko-I^AachlneM^ers'opBon to bring them IrtDmemofy, then . 
Base Optbns// View Poker htodilne Meter Read&^ to vlevi/p^ Shouidyou 
do ttfe however no nonnal (automatic or manual) timsfer of d ^ to yo ur ^ 
system shoukS be albwed to occur before tiie nstwioric has been started ag^ .( 
so thai any data tranfer Is based on (Burrent and vaBd metets). 
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F. Set Random Bonus Parameters. 

A Computa Game Random Bonus is a bonuis that ean be.awaided to plaj^rs cfirectly.^wtthout 
nnre or lass bck to win a Random Bonis. 

Tie tinus can l» anything at an as long as R can be descrtbed lDfw^ 

Random bonuses are given away only durlno«K)sepeifcxls of Bmewtt^ 
Actlvtf sesstens Iwe bean setup In the master amatabte (by adding a ♦ 

number for that "sesstonX 

How often a bomis b paid Is detarmlAed by the number of bonuses to be paid and tt» ten^ 
time betwe«« the start and stop dates Ibr those bonuses. . . _ 

The computer then sdecte the appiopr^ 
the eqUlpmert after one of Ihese time^ 

. The Srt Random Bonus Paranirtersmemilndudes 



Setup Random Bonus Timetable 
VI ew Random Bonus. Status 
Design C/G Random Bonus Screens 
Design C/R Bonus Screens 
Design. P/M Random Bonus Screens 



Tfie Random BonuB Parameters menu screen (Ssplay. 



• SetedanoptlonliyOslngttotor+lwstDhlghligWlt 
The vartous options are described on the foflow&tg pages. 
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Set up Random Bonus Timetable* 

This timetable oontrols how many of each bonus for each type of equlpm»Tt you wOl distribute 
during each approprtate sesdoa 

When you enter the Set up Random Bonus Timetable opBon the following screen wiB be displayed : 



Number of Bonuses per Session 


C/G Rnd. Bonus A (1..500).: 
C/6 Rnd. Bonus B (l..S00).i 
-e/fi Rnd. Bonus C {1..500).: 
C/& Rnd*. Bonus D. (1..S00),; 




P/K Rnd. Bonus A (1..500) 
.P/N Rnd; Bonus B (1..500) 
p/M Rnd. Bonus C (I.. 500) 
P/M Rnd. Bonus D (1..50b) 





• Upon entiy to this screen : Uie cursor Ydll be posMoned In the "Start C/G Jackpots" fiekL 

• Key 6--*, or (6-^/to change fields as usual 
Key 4- or --^ to nnove cursor about within a field. 

• Edft entries by typing over. 

« Key 6^ to print a copy of the above screea 

• Press 'Esof taexit to the Random Bonus Parameters menu (see note after field definitions). 
ReU DefmSioitt : 

Number of Bonuses this Session . • - 

This Ifeid detdnnines the maximum number of each bonus that can t>e given away in any one 
sesslort The number can be anything from 1 •SCO of.each bonus. If you don't wish to use any 
particular bonus the s^esX settir^ is to leave that field.b(ank. To blank out a fieM with.a preytous 
. settbig or to change the value.of that setting sirT4)iy type any number. ^ • 
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"Yiw are about to abort current bonus(e8). Do you really mean tttis (Y/Ny 



n 



o 



€3 



wfS appear on the screen. Press to proceed or 'tT to cancel "Y" wID cause thai field to go blank, ' 
after which a new number can be a<Ued if required. 

TTmre are nhe bidependertt Random Bonus Saeens • four for the Con)puta Gold, one for Cash 
Re^sters and four forthe poker machines. AD screens cause the unK to beep an^ . 
descrtpflon of the prize awarded to playar. After the display has been completed, the prize can be 
redeemed from the Cash Centre at any time In the nmnal way. 

Computa Gold Raruiorn Bonuses 

There are four separate Random Bonuses for the Computa Gold machine. Any 
orie of A * D bonus screens, or all of them, or any comUnaSon of these bonuses 
cantsesnnuttaneously durfr^asesstoa Bypladnganumbwfrom'l - SOOnextto 
the appro{siatd field you are insbxiding the ocmput^ 
that bonus(esy durtiig 0^/ery sessk>n whlc^ is fnarked inthe^rr^ 
that bonus I6tti6r(a). In pth»r wortis.ff a s^lon Is marked 1AC in the rraster 
• t&nstable, the number irf bonus A &Crs indicated in tNs setup tlrne^ 
awarded at random durfngttat session. If you wish to make a particular bpniis 
avaOabie during afl opening hours then the letto* har that bonus wiB have to be ' 
entered into each sessksn for ttte wadc To distrbute 300 bonuses for a.week, 
* dh/tie 300 by the number d sessions durbig which this bonus can be won In a 

week, and enter this nurnber into the Sebip Random Bonus Timetable f . 
.Ixmus; 

Cash Reglster^Randbm Bonuses 

there is only one random bonus for cash registers. Selecting this option causes the . 
cash regtsta* to Issue 50% discount on ttte enSre purchase associated wilh that card • 
usage. It is activated by typing "A" along with the mode number In any cash reglsto* 
session durtng'whlch the txmses are to be distiQiuted. 

Poker Machine Random Bonuses 

The Random Bonuses for poker machines work in exactly the same way as those 
above. Ab bonus.numbers entered In this Metabieaffed tl^ miimber of bonuses to be. 
tlistrlbuted durbg any session 

Nbte i After aB the parameters tiave l)een set. aruj you press 'estf to exit ttiis screen- 
Before returning to. the Random Bonus Parameters rrienu. the co^ 

Please Waftl. ' . 
Setting up Random Bonuses - 
may take some time. 

as ft sAocatas tt)e bonuses to the onact time slots. 

There l8 en example in seclkm 3 on how to set up m effecihfe Rendo 
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View Random BoTHis Status. 

Tha Random Bonus Status screen wfll show you^ progress of the Issua of bonuses 
as ctotemdned by the Random Bonus ttnetable at the time of viewing. 



For example: 



Number of Bonuses as of 2.45 pm 23-7-90 





To 




In 








Random Bonuses .. 


Come 


.Pending 


Progress 


Paid 


Cancel.1 ed 


Total ' 


C/G Rnd. Bonus 1 


0 


.0 


0 


0 


0 


0 


C/G Rnd. Bonus Z 


0 


0 


0 


0 • 


0 


0 


C/G Rnd. Bonus 3 


0 


0 


0 


0 • 


Jtt 


0 .. 


-£/& Rnd. Bonus 4 


0 


0 • ' 


0 


0 


0 


0 


Jb/R 502 Of sent A 


0 


.0 


0 


0 


0 


0 


'P/H Rnd. Bonus 1 - 


0 


0 


0 


0 


0 ■ 


0 


P/H Rnd. Bonus Z 


0 


0 


0 


0 


b 


0 


P/M Rnd. Bonus 3 


0 


0 


0 


0 


o' 


0 


P/M Rnd. Bonus 4 


0 


0 


0 


0 


0 


0 



The 'Bonus- Status* display screea 



Random Bonuses : Lists all the ranctonv tonuses that can be issued. 

. To Come : TY^ colunrm shows how many tx)nuses have not been p^ during the current sessbn • 
up tm the time and date fit the top of the screea 

Pending : If a Ixsnus time' has been aOocated by the computer t)ut no valid winner has y^ been 
found, the bonis Is caOed *pencfiigf. TY^ meians 0ie ne4 
nehMork win Immediateiy win this bonus. * 
Bonuses only beoMne perKfing if th^ are more 
. people eiiglbie to use tha system at that fime. (bonuses might be allocated 
day and rrightfor.the Computa Goldi but everyone could have afready used thdir cards 
by e.bO pm). or IT a start time ttiat has been set in the timetable precedes the current 
time. • * ' 

.* Pending rendom tx)nuses can be cleared t3y iceying &-C. 
This wOt rnove an pending random bonuses Into the cancel!^ 
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In Progress: Is no longer used. 

* PaW : As a player wins a bonus the computer moves ft from To Come" to "PalcT. 

TMs column shows how many txuiuses have been paU (not necessarily coDected at the 
CasH Cerrire) at tl^ point in tttne. 

Cancefled : When pending random bonuses are cancelled they era added to this column. IF this 
happens more than once during the parameters of one RarvJom Bonus Timetable the 
cancelled oplumn wiQ account (or a& the cancelled tionuses, not Just the ones done at 
the time. 

Tdai : The total cohimn wID show the same number of random bonuses as have been 
altocated by ttie Random Bonus Tkrielable. The totd 
thbvaiua — 

• A printout of the cOrTBntF^tfKiom Boms Status es 

Design C/G Random Bonus Screens. 

The Computa Qofd Random Bonuses are given avAray to the first vaUd piayer to use the machine 
after a rarslom bonus has become pending. This random bonus is r^ Issued as a ticket, but as a 
screen display thai appears on the monitor of the machine llseif for 10 seconds,, showing the player 
what he has won. As soofi Bs the random bonus Is dlspla^a bg of t^^ 
. system printer) noting thetime, the playef s number, and the type of bonus won, and a record Is . 
rnade In that player's fOe. To ooQect this pdze« a player must ften proceed to th^ Cash Centre, 
where a voucher descr&ing the random bonus wOt be issued; or, where there are np'Cash Centres 
In the system, they must go to a supervisor or authorised person who can Check the printout and . 
issue the priza or vouchee: 

.Important : When designing the' displays for these, ranctom bonuses ft important to remember that a 
player has only 10 seconds to read it and find out what he should do, so don't make them too 
complicated or use bts of fine print 

There eu-e four rarulom bonuses (and screens) for Computa Gold : F^andom Bonus 1 , RarKlom 
• Bonus 2, Ranctom Bonus 3, and Random Bonus 4. The same condffions apply for each of these 
screens. 

The screens themselves are set up In exacdy the same way as the other screens for the 
. Computa Gold (see'C ^etConqnita Gold Parameters' sub opttonTie^nhbrnrial Screens"). 
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For ejompie : 

Screen 21 • Randon Bonus 1 



Line 
Une 
Line 
Line 
Line 
Line 
Une 



CPL:10. VP: 9. 
CPL:10. VP:29. 
CPLsZQ. VP:49. 
C>L:20. .VP:59. 
CPL:20. VP:69. 
.CPL:4a.'VP:79. 
CPL:40. VP:89. 



HP: 1. Message: 

Hf: 1. Message: 

HP.:' 1. Message: 

HP: 1, Message: 

HP: I. Message: 

HPi Message: 

HP: 1. Message: 



^'^^^S?^ *^ P**^ °" voucher that !s Issued from the Cash 

Cenfra; Whatever b^^ped into fines 3. 4. 5. and 6 wDI also be printed on the voucher. Anvlhlm. ' 
typed Into the other Ones (1.2, and 7), wfll not «..«nyinini, 
So in designing these screens you are reany daslgnlng ttie Cash Centra voucher as welL 

B<^uae the maxiinum numtjer of characters that can Im prfrted on ttie Cash Centre docdcet 

pnm« Is 16.0^8 is aiso the most charaders you can type hJD any one toe of leA. ToorBvanf 
youftom typing a longer phrase the computer wffl beep and the oirser wffl return to thfr 
^^^^P^^^f^to^t/tmUiaenortmoccum^ Themlnlnium numtwr that can ^ 
enterBdlntDthl8fleldls5,ineardhgthatthel6dlg6s.from5.20reniainlnu^^ .. . 

LsTs say you waitt to malce Random Bonus 1. a free meal to Itie carvery. 
Yqu could do ft this way:- 



O. 



Screen 21 • Random Bonus L 



Line 1, CPL:20, 
Line 2. CPLrlO. 
Line 3. CPL:20. 
itne 4. CPL:20, 
Line 5. CPL:10. 
Line 6. CPL:40,. 
Line 7. CPL:40, 



VP: 10, HP: S/Mersage: 
VP:25, HP: 1; Hessdge: 
VP:45/HP: 6, Message: 
VP.:60. HP: 9. Message: 
VP:70. HP-: 2, Message: 
VP:90. HPilO, Message: 
VP:89. HP: I. Message: 



' eWSRATuLAiiuRS * 
PREFERNAME 
. You have won a 
Carvery Meal 

'Valid till 13th Nov. 1990 
13th Nov.. 1990 
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The piayarwould then see the entire display as they vAi the random bonus, and printed on th^ 
voucher Issued from the Cash Centre would be .: h i««onine 



You have won a 
carvery meal 

valid tfll 13th NOV. 1990 



afonig with: the name (rf the dub» 
the time and date qf Issue, 
and the player's name and card number. 
See sedioA 3 for an example. 



There Is one other set <rf drcumstances that should be re-Ierated at tMs stage: 

If Random Bonus 1 has a redemption v^e of say $5.00 and you decide to change this random 
bonus to something that has a value of $25.00. Any player who has previously won a^Random 
Bonus 1, t>ut has not yet ooOaded the voucher from the Cash Centra Is stlO owed a Random 
Bonus 1 as for as the computer Is concerned: If you Aangs this screen, that player wIO In fact 
receive a .voucher as described by the new screen. . . 

Therefore sure you reset the ffles(ojjfion Kin the Meto . 
: vekjeofsny particular random bonis, 

, Design C/R Random Bomis Screens 

The Cash Renter Random Bonuses are also given away to the first valid player to make a 

) purchase alter a random bonus has become pending. This bonus Is not issued as a ticket efther, - 
but as a cfeplay that appears on the screen of the cfecounting unit for 10 seconds, des^^^ 
player what he has won. * . - • 

As soon as the bonus is displayed a bg of the event is pri^^ notinglhe 

time, the player's number, and the type of bom»won» and the bonus Is fi^ 

For an exemple see this section: •Printed Logs". ' • 

Because thi s bon us is always a 50% discount, or free purchase, no tickets or voucher need to be 
Issued to confinnn the event The discounting unit simply commands the cash reglster to deduct 
50% ctf the purchase from the bse leaving the other half to pay. 



F7 



Section 2 



ComputaGame 
Software Manual 



F. Set Random Bonus Parameters 



inw8 b only one cash register Boras dbeount soB^ 

other screens for the Cesh Register Oisoouniing Unit ™ « "P " *a™ ««y as the 
(see "D. Set Cash Register PaFsnietenr subopBon "Daslon Notmal Screens') 

Viz: 

Screen 13 - Bonus Discount 



Line 1 CPL:16. 
Line 2 CPL:16., 
Line 3 CPL:16. 
Line- 4 CPL:16, 
Line 5 CPLrlS. 
Line 6 CPL:16. 



VP:1. HP:1. Message: 
VP:2. HP:1. Message: 
VP:3. HP:1. Message r 
VP:4. HP:1. Message: 
VP:S. HP:1. Message: 
VP: 6. HP:I. Message: 



*^"»^easffi this saeen will be facfc^ ttje barmaa 

It shoutttw used toexplain to him why there Is no charge. forthis puna^ 

• "l^n^ssage WO! flash and the speaker wiflbefp as the display Is showa 
Design P/M Random Bonus Screens. . . 

(eee Set Poker Machine ParanieiOT // Design P/M IntBffacB Screens^ 
Ute^e Conjputa Gold, these screen designs also affectthe voucher that Is printed at the Cash 

SSSitSL?.'!!^^^^^ saeens ars dlsplaystf'irik.egll a so carehH to tiy and phrase 
mem m such a wayas each couple mates sense liyRseC.. jr«mi*»osio 

Th^^'^i^V^^^^^'^^^ a bgof Bieeventls printedonthesystemprintar. 
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— — -—^ ijr 

An example^ a screen designed to describe 8 $5.00 cash pilucouid look like this:- . . 

Screen 16 • Random Bonus 1 . 



Line 1. 


CPL;16. 


VP: 1, 


HP: 


4. 


Message:. 


Great WorlcJ 


Une 2. 


CPL:16. 


VP: 2. 


HP: 4. 


Message: 


■ Prefername- 


Line 3. 


CPL:16. 


VP: 3. 


HP: 


1. 


Message: 


♦ You have won * 


Line 4. 


CPL:16. 


VP: 4.. 


HP- 


1. 


Message: 


** «.OO.CASH ** 


Line 5. 


CPL:16. 


VP: 5. 


HP: 


2. 


Message: 


Collect it at 


Line 6. 


CPL:16. 


VP: 6. 


HP: 


1. • 


Message: 


the Cash Centre . 



Note: 

Once agein, do not change the value erf a random bonus before efther resetting the Dies {option 
K bi the menu), or printing out a a)py an accmed poinb and bonuses to fin^ 
rnany are outstanding fPrtnt Current Bai^^ 



